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HE CLASSIC 


ADVENTURER 


| owned an Acorn Electron as a kid. It wasn’t the greatest games machine in the playground, 
but it did have the best game of all-time, Braben and Bell's Elite, and one of the best 
adventure games of all time, Trevor Hall’s Twin Kingdom Valley. 


For a boy with a fertile imagination, and an obsession with the Fighting Fantasy books, Jwin 
Kingdom Valley whisked me through the screen and into a fantasy world of babbling brooks, 
Forests, Orcs, Trolls, Goblins, Dragons, Kings and treasure! 


| played as many adventures as | could, but It wasn't until | owned a ZX Spectrum and Fergus 

McNeill’s The Big Sleaze that | encountered the same immersion with another game.A friend 

and | spent many weekends hunched over the keyboard, notepad and pen, determined that 
Sam Spillade would find the missing Maltese Bullfinch. 


I’m therefore delighted that both Fergus and Trevor feature in this celebration of classic 
adventure games, along with many other adventures and authors that transported legions of 


other kids to far flung corners of their own imagination. 


Mark James Hardisty, 2018 
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RAIDERS OF 
: THE 
LOST PARSER 
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conquistador treasure, the Disenador de aventuras de 
Aventuras AD -— the lost adventure parser. 


MM al-ycomcw-hale-baesenaqt-squand at-Nemdal-maat-uhabiudcr-baamst ovnar-Lohtc-yahabeaomaat-ha.¢-1m ol-r-H.qcr6| 
hay holoW Aun Voda Necme (-relehalow-NacojC-10M ohimd atom olble)tker-lulesameymesltolau 
Professional Adventure Writing System [PAWS] and Incentive's Graphic 
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into the 16-bit era as the Atari ST Adventure Creator or STAC. Amiga 
Nake mom Mat(=) e-sKos alse) maz U//foWa \ic3acm-ley- bale (oyal=ome-lkeyale my \ahdalmdal=m 0) ce) elolsi-16 
C64 and QL release. “That particular horse never really left the 
stables” Tim Gilberts told Retro Gamer. A PC port was also made by 
Graeme Yeandle, it seems for his own amusement, never seeing a 
foros aah gals) qeuk- 1 a=1\t-b{-me) moyaskest-1@-1bhe)closamacesaamenliolag 
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System Without A Name, or SWAN for his Delta 4 and Abstract 
Concepts label. 


“"[SWAN] was essentially PAWS+" recalls McNeill, “it used most of the 
same logic and processing, but with a few extra features, better 
Kelex=tstoer-n alemaat-babyelelt-hulojameoymts-hat-lel(- 


Those extra features included icons, non-player character Alanda 
sophisticated parser, along with the ability to use a single source 
(Flea Vey Wi-r Com e- hae r-smeaaheluanel(-molt-luxosaaqhsmmisKor\(-1lMsmoval Wim olelelukyal-romer-naaX 
authored with SWAN was Mindfighter, released across a broad 

fol ah bh col ao}ims)ol-co1e au haaMm@xoyaqhaaleleleyc-Mel. my aWaaliue- lem aNc-bamom Mr-balomaWaqbler-\ 
computers. After Fergus was let down by his publishers, Abstract 
Concepts and Delta 4 folded, and the SWAN system was never 
joXo) bE} al=xol ol=y'co) alo mr- Wl alo) coral olelcel amexe)i(-1e1skolamosmonuluhul-\pmoyal\imbly-sael mae 
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Despite the setback, the idea was sound, and in 1988 Tim accepted a 
fexoy aah aq bast} loyal Comes d-r-htoe- am babes akolely-mm aque linia e)(-luxolaaam-Voat(-sahaueccm-satenhal= 
Koy as) oy- Bau Es} alm obi olbkcsaX-say.Venic-) algun g-\-- WDM 0.0.0 DMM al-ws) oy-Naniclale-lohtc-valubnas 
market was maturing, and 8-bit sales were more robust than the UK, 
sV\dabKod qlak-(om-lhq-r-Qonimaaloniccie moyabam bpaatenaqhaqt-ye:\-1oM abhaaty-lhmhalcomsyer-Naniyal 
(orb lgbh comm aakontahake mCom\s-I(-y alert Mcom!(oyd.ar- lov alefskek-mzWalend-tcmey-baahelontem-hare| 
jahiswaW.W Diexo) IK-r-le sl -tsmonhq-couda)moyamd alom eae) (-(e1 aml a (-mc\-1mr-lelelehal(-r-haabbale medals 
[Ehaleubi-le(om-bavemciablobl=rom aley/\mdak-me)ol-habislamer-haaXsscmhalohblsiu aime) el-i¢-1C-10m 


He built upon the SWAN workflows to create the Disenador de 
aventuras de Aventuras AD [Adventure Designer for Aventuras AD], or 


DAAD for short. Whereas SWAN was PAWS+, DAAD became SWAN+, 
Vahdalr-NaMm-p.aucsalol-romoycolene-haqhaahhaleme-baleser-ler-maat-iahalelierel-1em (ele) ess 
Wbaebh qqro1 ako) atsmhda\-w-lopleng)mcoma-si-)¢-)alerc- Wil. le moncsbalem-W at-Naa\-mkoyar-y.¢-haqyel(q} 
Wako mdal=m olen) ccseuolmr-loylenq)mconel-sabal-mo)e)(-1eitcmiahdam-laealelent-t team a-saaloianalel 
1dalomaXcr- Nat mubauhale macro Lbbhaalo ma cosaamealom ocolene-baahaal=) aba o}a-a'sleloens 
incarnations of their systems. 
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Graeme's port of PAWS rather than the Atari ST [version], although I 
think we did [...] leverage the SWAN work. 
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compiler similar to PAWS for CPC and SWAN, with development 
versions created for the Atari ST and PC. Using SCE source files, the 
qas1U LUC Nahe opnar-bal- Mere) bi Kom t-bael-1m- My \alol-tue-hale(-mosmaat-\ol abha\-whaveliecennatel 
the IBM PC, Amiga, Atari ST, MSX, Spectrum, Amstrad [CPC and 
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on aversion of PAWS]. It came with a huge price tag [between 
£10,000 and £15,000] but using DAAD and a PC 1640, AAD authored a 
(or-he- Kole sUI=moymcyohel=1 domer-haal-smhaeltblonhalemn-Weu(-salesic-mOvacertet-laW Mala 
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Los Templos Sagrados [The Sacred Temples] and Chichén Itza [A 

IR hie ba ong) mc-baqhek-banvomdal-ms)oy-habilale 


After Adventuras AD ceased trading in 1992, it seemed DAAD, 
alongside SWAN, would be lost forever - its exclusive use as an 
rhaltsy@at-lMmcole)maat=y-ahimd at-Lapnan’\c- low aloata-) ap aak-(o (om obo) NKemms{=a1( 23 cl 
eroyalsi-saié-heleyaMcsaccs we haere lobnalemdal-™ o/c UU/som .(-\-saicoyhamat-Lomaat-lol= 
overtures to the creators for a release, but with little success. 
Recovering DAAD had always been a desire of Gilberts, and became 
joy-ba mova aX=m oy c=t-1=) are-LakoyaWeaat-Fo1C-) ge)t-haMmysal=samalomero)ir-leleye-he-romVahdalel issih al 
Vogt in 2017 to document and release Gilsoft's entire Adventure 
System catalogue. After releasing The Quill and PAWS, they turned 
idaloshar-hucssquelo}am com D/.¥-0DE- hale m=» .4e)(o)d-(o md al-ma-(ei-) al mon t\eren(-) ai mosmehh}.¢5 
Kolbhale moa zWaeba-sse-jabnaqlelbhalem-hcolenavemshaManicmlolaur-Wtc-t-) a --babi-)amm Mal= 
recovered version was a bit of amish-mash and unorganised - a 
jqahb.queha-moymel-Ne-ler-Ki-m-nale MONUAURQyEl(c\cMb aus) oy-Habislal- have meKoloubhaa-saie-Leolalnal 
ake luksae 


[Stefan] [...] [It] was basically a system in an incomplete and partly 
unusable state. There are interpretors for English and Spanish for 
each of the target platforms, [and] the English interpreters were all 
missing. The Aventuras AD crew deleted them from the disks 
lor-Yer-}ehy-muat-\iaconCobaMd mal \-(omdal-yaqmm Mal-y'a@-ltrome(-l(-1i-o md alm tale ltkyal 
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A ibbaame(-1ar(cromhahvom abicmoni\aqm-t aed abatc-\-par- halo mcole(-id a=) aa) lahda ms) (ssi-RaManictdom-le)l=) 
to piece together the missing interpreters, database templates and 
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[Stefan] It took countless hours to recreate the system. Tim 
sC=roxoy gah eyl-ro Maqye lol aMey md al-w hale inJqMt-Valems)ey-Vantcval Mbaktyqe)q-it-yqcmacoyaql hes 
own [...] development sources, which were newer than [the] AAD 
[versions]. 


PaWat=sar- la (=p ale iG ahya ol-) Lote Mopme(=ojblerenhale mmole imenc-r-Nu sie M\-a1(-9 ¢-lm al-a)mcole) ES 
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pooh mer-Waqt-mall-\-miahtokoyal-woyhal-Vq'mioyac-lol-montiuglelpialeyam-halem-yomeyammsl ain 
like this never existed in DAAD. 


The resultant collection is an impressive package, with all of the 
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HIBERHATED: EIGHT FEET UNDER 

H science Fiction nowella b 

StePan Woat. (0) 2015 Pormd soft. 
Release 2 Serigh mo. 17eols - 
Interpreter OAAD we 

Copuriaht fc) 1988, 1985, 1998, 1991 


Infinite Imaginations & Aventuras AD. 


The piss. 496 BuULSates restlessly before wour sensors. 
It almost seems Like 1t°s eagerly waiting For you to 
go to the other side. 


What are your instruct tons’? 
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@royaahaqkole(o}d-mor. me) ake phat-lmcomisbauer-linim-a14-) aimero) aler-sat(-r-leltmel(-luxosaaa) 
using the new version of DAAD. Here is the spin-off adventure, 
Phi ol) gare licio ban at (ef gta a -1-1al Oh alo (-) au bbaXel vbKe(-\om-tsw- Mole) ahbrcm-lohtc-vanueha-my\aidal 
je) ahtgss ker: lint-y 4s) (oy aloes my wil ol-)aal-li-rem App abhavabhavemUbale(-1a"D).V.UDE-valol 
(oxoyaqh obi care Mkey and atom @xohaahaaleloloyc-waWaanler-m 
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qatolol=yaqme ne-yo) abkersm-1obhtoy al l€1¢-1p,¢-me) witb liatey-Tal apm Atter-l meyaccolComn \aidameal= 
aX=]homoym-Msyigahe- bar abresalulesait-yaley me Kon-yalacigoyam-lendavoya@iahak-waUnhaliicy debate! 
| DXOKY sie) aba) col-3 aco mena=1-1C-m- me (-8aale 
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foyaX-Moyimdal-Maalotiqebaqy clove: hai i-)-lgbic-tMoymeat-Wal-\n'aec-)(-t-C-mm baled mall 
show you when you entered something wrong. [...] Like I said, we 
wanted DAAD to be easily usable in 2018. [...] It is not suitable for 
everyone though as some skills are necessary to get your games 
mastered. It's not like you hit a button as you do in PAWS to save 
pifolbhaer-Waq\-mcoe-Mt-iel-m 


The new instructions are welcome, but perhaps could be simplified 
further into better step-by-step stages, or even given the full video 
1ubimoyak-lmedor-leaalssaius coy adavcmt-hiaaat-b ame (-\1(-](o) 01-1 am a coyaamcyer-babaunale meat 
(ebb Ke (=p hal (ole). cm Kom ol-mc1u c-Nlefaltenkoyay\c-b46mnmtcolUm-Nc-MoK=arc-](o)oyhalem-MU>p.4 te 
oval aime r-haqX=em cloud al=iqoMicmcioyaql-M-snkolam cle lebhaclombhamereyahic-saunate, 
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SE oy han td=3 4:3 oy ats olbLan\ahd all oynagal-yolsec1bh 0) eloyac=ro mm hun aat-himel-jel-salomeoyamedal= 
tenacity of the amateur developer to re-engineer the correct 
1q=ss{o) Ub hake} aMr- baXe Mere) (olbb aatg-34:3 lo) alsw Ko) a=t- Lol alme)r-lekeyaaal 


PN on d=io bias aaherjme rom com bibaale-havemsi(-si-hau-bavemudal-yhaeceyquanalel-rom-saceyaccme’ (erent 
is aone-man whirlwind of enthusiasm for the project, and a force for 
fo folele mbamd atom \copd(eMosm-lohi(-squduha-s-Ml whAcMe))\aqmer-haa\ce ehlel-)aar-lice mye 


va 


Llheqas a oun clara. Arte ti se eleva un 
espirdal, muy pulida wu brillante. Detrdas 
el suelo ege bruscamente. 

Puedes ver La poreJa de botas Ga. 


> coger botas 
Has cogido la pareja de botas gg. 


> 
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fo} mabkesatereper-lehqiar-Vohtc-yahqueqomer-baqt-rwnameak-mC-lcomclO)-@-alom=1-bauimcl 0] ibaa) 

© il ol-yacsmosdt-ht-1e mt DY.V. 0 Dice) md al-mevoyaayey-Nahiamitsako mi c-salmeyaucoma-)(-1-Kiomaar-vahts 
titles using the system - here for example, is La Aventura Original 
IW KO) aloptar-tmVohic)alaetgomem el-i-16 mb heleyal Gro) (o}:1-7- 1 Or-hi¢-} mB abhahannale moval! 
ZX Spectrum. 


‘oy ae pbat-linimol=atc-1ke)el-romblsshate mud al-m@veyaahaqleleloyc-Mor-mic-sa-sloyamolmy Mal-m@ls TIT | 
jake tow aXoyt\al ol-1-54 im ole) aczro mcom (-lhaako\-1@tmn\(-m-basmci0ll Mic bhuhavemdal-w.\eroyaa| 

| AC =Yo1u coyalat(-9 ass loyal M=a'c-) aimiat- lo) (-me)(-lekevaqaM .eale)) salmon aat-bamerspate meal 

OF 7A icv ess oyamey im 2/20, some b atoms alo) im -sall at-baQer-lombncsnale mB). ¥. 0 DE 


ESC hal DY V WDB all ole d alm vole) Moy mel aKoy(oi-Bio) mw aahimal-» que c-hail-cMeciehauhale! 
with Hibernated: Eight Feet Under - the bonus adventure for the 
upcoming physical release of Hibernated 1. How could I recover such 
Nale-hgat-VAnale mole) mdat- lume cenialol-\-- moje) auiiuler-iC-lom ey-Ney-Var—- Eiht melames-Vg 
siYahdaWe haholecoyaqm- bate md q\-yale ale) me ly-m hits 


(@x-sar-bhal\imdalom- ho) el-104(-m ko) a\-t-h cel abhale Molonar- haem ovact\-varahalemudalsrt= 
software relics remains. Tim has previously hinted that a Dragon 32 
version of The Quill may still be recoverable, and is well along the 
joxcldqmosmeng=r-hahalem- Me) c-Balemals\)\mnic-) e310) ame) m 720 /fom ko) andalomsyol-rorsabnagm\(-)4ae 
AVVeMor-haoyal hia aXe) ol-mn ic Hhem-halomc\-1-m hm aU habha-mobkenhe-lm-banelephhak=tcw-ba- 
bhalar-Nadaloven 


SCVMM at \aer-FaMoycoley-leolirael-meyalhiar-batsyu-1<-10 ml ohial haa Mm Ml caloy)\muateybledal 
that there is a PAWS interpreter for C64, which was contract work for 
S} as sy gKel-tcw- Valo Oa sd Pam har-llCoyi'cclomabiakginalem-W 20) Memcyol-(eiuabbaamer-Vaqi-mey al 

1d qX-m Oh or ad Mal-Moroyahi(-ya-) cole) md aha-a'\m-Wi-\) my cer-) olaley atmo) a mel weom U-E-ha- 
not sure if it will ever see the light of day. We also have the SWAN 
system from Delta 4, which we want to release at a later date. Fergus 
has already given his blessing. 





TERRY GREER 


mkchiahate mol-(-samhahicolatccromhaMdalsmer-baak-mnavelel-ea'a-yhaler-maecmnaler-jelulolar 
industry legend Terry Greer has created artwork for a myriad of 

exo} gal oy-bahi=rspun haleliblobbale mere) ahlom-\ohic-squabea-mer-naaqlommall-hiacw-balemilnersiue-lalelans 
Ko) au hah (=3 qe1-) 0) Co) aw \/ bos go): 


Greer's first exposure to the early 1980s British games industry was when he 
Kereroy aay ey-banisrom-Mmpal-salemcom-mevoyaqholonc-saur-Hhavat=](ombaMi\(-1eqahhalic-sauahismaalsalem al-\el 
sVa@hutcyqMr-Moxohaahel=i1t- ahem @i-)alal ol-1e(-mel(oyak-mer-lik-1e pene ahabbates Wa @\—yale-lel-1e(- mie) meal niaabe 
(oxosaahelehcssam- halo mdal-m acon eleyacw-loleresalmcomaat-l.¢-mdal-shanco}aaonal-mc\-]lunatemaat-shamat- halo te 

fo hb ho) bKer-huoro mes q-r- haley amcom-ham-sahdahersir-liulem elele)tlen 


MM ye g' AO) c-\-1 dm Oem eleva ad aha! @lal--yo)(oMoyal-Mevejoyiamat-\ol qd al-sqm- Mol moym-y.l(- wham ual-mO} 
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cover. 
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The work reflected the state of the industry at that time. There was a 
jqbks) alm comelalehamolehar- tom aqielelamcveyaantc-Ncom-kcm olest-sle] (mm dcver-hael(-}smerme |Pr-lenate 
MM aX-mdauhecjar-balemel-saqt-alom coy ae r-baal=\-molen ese alo) el-\omeak-m-1b he) 0a) amcyo)aal-meyi 
Terry's finished pieces could take as little as 7 hours from start to 
jubauls) qt clone l-\JoyhC-myco}d.chatemhald al-mm (od) \m-salemeymdal-maat-b4.¢-1memeyal-mand(= 
ohKo sie hale Molehmehbn abate meat-luel-salolom col menc-\-36 
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I did well over 200 covers for the companies I worked for. [...] Empire 
of Kahn, Wheelin Wally & Trolly Wally, China Miner, Arabian Nights, 
Burger Time, Cuddly Qbert, Crystals of Icarus, Plummet, Chopper 
Squad, Spider and the Fly, Falcon Fighter, Star Trek, Aquanaut and Big 
f o{—) ae atc w Kol) as ¢-Vol amd aly dM Mom aat-nantmaatoya-Mnaleliblotnalemdal-w-Voatcuaiabha-tmehtg 
David Banner (Message from Andromeda, The Pit, Warlord) and then 
1d a-yq-ow-lMd alomold alt= mere) aqhey-Nahictwcje lel ai-Fw aU ain cole mmr-HaleMe:ioyamie) mdal-yig 
adventures. 


The Interceptor work is the most recognised and revered of Greer's 
portfolio of work. Heroes of Karn was a cover well remembered by 
sqakcWahvar-Cohtccsquueh dom ol(-h\(-) a:Mimt- ales ¢-1e3 dt- 1-10 Mey alnd al-meroh!(-) aosmm M al-m @1l- btc3Ke 
Adventurer Issue 3. 
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fod bh nwmr- Valo MNany-1-1 ql lo mr- Me (olotem (o(-\- com bKy-md at hat- Le. Mer-y alee. | @ cole.) mm Maloy qe 
no real attempt at realism with it, its intended to have a slight 

ohare haqVpauiolahaagt-We-tlbl.¢-Melbt-lein'memal-yaler-meal-avhahatnalemmim-Meya\-Roymda\— 
voy a Kets age aqteimat-Nojen'mi aida. hale MM qamateyalolend-rem'celb mole) aha. ts 
ihatsjoyhe-laloyae 
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hq al-\e (sss Koyand al- meres aah oy-habi=tsW alma \f-FoWa)\60)d.chale ms ke) aman (-e-ie-hatcrombrshatemd als 

1 ¢-Yo bhGKo}at- 1 @aa\=10 qlole Moymeroyaqheles-snatemhaat-le(-t:moy ame se-he)almel-yel-emeeyahic-saunatel 
1d qlomomy oy b¢=] my ol- Lats) a atom Com atop ¢-LeKsrouhaat-lmanbnaqlol=)acMmaigeyhalemeal=r\-mebhacroidats 
ibauco-bal- bi aale)(oye 


LACM Clo hKolb-mmehaialmeng-yolahiomcvoyaa’c-Vq-mer-lblodahmbhom- Meiad(-mm melelblelahmaahtg 
abe -yt(<y mdloyoyeytmont) qmaqtoyanivera-Valemene-\ola(ermr-lel(-1m combi mi aldamdal= 
Sy offen abhaa bam ciel at hicomcoyavomqal-yqaloyal— Moy moyd.dhalemoyamuat-lmy-140] op 


BK la qimeblonatmer-iar-levet-1smcom-Nahia-(ohts-) alae ba-sswbameycol-j acomolt-himdal-saam-hale| 
invent graphics, instead he received the text transcript from the 
for-Waalomi id qhiod aMal=igel-iomabnaaM’snier-leki-m-r-lelamc(-1agnalem 


PcWatcy mm dat- aia ic Lmecoyaal-menom aidam-laule(-y-@-lalemea'mimeeiuml Mal-ya-Ri'c- tere) als 
fo hFsYou DEt-s fo) a Mm olehmer-val-ve-LIhiau ln at-(om-Waa-(-m at-NalemComolom \sar-icca-) am mdgkeveles ane 
would look interesting. 
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Koy aqablol-Voltomucr-baamelcrslepauhale maav-sh aon \aamcyor ay olenateme-batenbt-le(-miosadal= 
fon care GKo} amo} me pe-holahkermiahdabnamer-haaloce 


[...] It was basically just along string of characters, starting with a 
foxofe (“Mir lub (-mdat- ime (-yabat-re Mm dal-w-lequlo}amcoMel-Merheal-leMolb lam hull ey-Fy-r0 
LEW geo (-]hi sbi ole) aMdal-Mo)atrcvora-\-yaMloler-lalojamoym- Molphaor me aldamhaljuableialeyaks 
c1bKod ale Fm haatentah aves cloy-shuloyamcom-Valeldal-) ql (oler-laleyamm.@ M@-1idal-var-lelrelibit-meyd 
CLE NGRtC-Mm he atc al -W aod al-yarevoyqahaat- ake Mexelbl(oMel-mobe-\i'mbnal-MmAushdal Rexe)(olbhaive 
EW al-\1 am, @ Qi olol-shuloyammaWaloldal-ymeroyaahqat-Valom\olellomel-mcomitololomallmaceyaqméar-1t 
{Coler- alo) Wey @\-1 Moy al- Moya Mbhal-Mo) Msp coMer-]l tm Col- My e\-\orhalombal gg ey-lel-v4 

(exo) olbh amb Cole mevolb liom. live) Mey ahaha. Mj ol-lerhalod oh'at-Mol-lak-3eq Mme) @-Mc\-sal- wey i 
byte patterns almost like a sprite. 
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JoxcLaCcy gakcw- bake msn alonhiscelbr-llnva-yalephalqt-vq-com esneaat.\omepe-lolabkerm—sauat-bala-romedal= 
elegance of many of Terry's illustrations. 


|More we aya q-vaalol-vandal-M-vauang-me-valeser-\e(-malen\mm-hale mime llom el-veteyaql-me |b hiK-) 
Yoyo) quisj a Cor-1C-to ont(-y manaqKee-ll(oy/ shake mio) mver-luhatem-Nakemq-)el-y-Ne-le maqt-leigole 
The macros were really just complete images that were defined and 
ror- Ni (=Yo Ml ht a-ha WD ar- halo Moxey b (old al-1q¢-1 Ko) ¢-M ol-mbLy-omComoni-idt-\im-baveldal=14 
haat: le (<M oLULMaY sahunave Mm hun! \c-L-e-ll@at- late trenc-Vac-lo@-balem-lollolbk-mcokelommiey qal— 
parts were worked out on graph paper first, but others were done on 
daQ-M iba ohm -vonhutalemedal-e-juahalem-valemaqbuanalnate mim com \-\-mi'dat- lam at-hejel-iq\-lo mma 
wasn't friendly, but it was very efficient. While I designed what I 
\echah=re Mmm DY hialo me Tomdql-moal-madar- ig at-Vom vom qat-V.c mim o)d ami daliel am ime al= 
Jqt-Vaol=1 aud quhate moe (on™ Merolbl(chammevole(-Bhamdalel-mol-hiAwmr-halem('shjale mom (-t-heaht 
earlier. 
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PP CT-1q abate mdal-mer-haal-w- tale MAG MCom P-mhagt-\e(-Mhalvow-W-ro). as) el-leiu ab haa 
memory was tricky. There really wasn't much of an alternative back 

1d qX-1qbas Mol ha-M-t-\'mdat-lar-Meco}aaheya-ry-yloyam-Llerorahdahaamaat-h'mU-llM@al- hom iend.<-lel 
as well, but initial experiments weren't that efficient, and we had very 
{bhad (<3) o}-Vor-BComolt-yim' sida ba Mn \c-Balc-lo mcon e\—w-le](-Mcokeig-r-lt-mon-ie- Hi (-10 
Joyhuaat. ho) el=vem-Na=t- Kyun co) m-p.¢- Vaal o](-M olbbJqQ- Mm le-14qt-Moy mel at-V¢-leit-ye-per-valel 
include those as many times as I needed. That required a way to 
fohE\ubate gb hiya ol-in/i(-\-valecynaqye)(-meng-ye)qutombbal-w-valemallmenc-yelqhlotmialdameoyb<-1t 
loy- Tyre Me pe. \o)ahlormcome(-imdal-Mol-imacoyaameloldamhnieydcelp 
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haute: mio) aaat-Landat-haerebl(oMel-merolel-romhalcomdal-mr-halesor-le(-mdat- lam k-saa'a-nalel 
David devised. It took a keen eye and some clever manipulation of 
idatomt- bale ser. le(-m- bake mcolelicm-hie-bit-olt-mcom ey celeb let-mcveyaal-mciauhababnalemen-cylepatsy 
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sqakox:1m—jnaton(-yahme- hey me loyhatemuaunalet-me-nalemdal-maqle 1m arier-lintmel(o-bstalem 
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fo) opis lol bRm ii Te leoe-batejdat-yaidabbatem 
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dato uhaqX=mm@r-haalstomat-lomcom-jbhe) eloyam- lw aat-hahia e)(-luke)eaalse- Tom elelss)el(-me ae) 4 
adventures, porting a text-based interpretor was an easy task. Adding 
fo pg-he) ab Kers<1b i 0) ole) aun i\c-Fo¥s gale) q-moroyaahelecer-ht-\e Mam =1:) ol -rerk-1Ih}mne) maat-(elabnatcys 
Vand aue-Watc-Batabalem c-vale(—molmene-he) ahiermer-hel-lesleneKwe 
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Yo, bE-N¢-m oyb.¢-] (em Mmm alo) md a\-m@volaqhaatololoyc-Moy Mm Mahi (-Mdal-¥¢-Bc-14-Bey aal=) 
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fone Vo) ablom-li-yaqheyalecmd alqyqahy-l More 
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illustrations were drawn isolated from a desired target machine. 
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MW aX) Mob hax-yccyalercm hci c-lme-Vae(-laimoloy \sqmcomdal-miic himbamdablel qmeve](olbbanc-13 
stored. The Spectrum was particularly hard as every 8 pixel line 

fokoy avi C-re Moyme- Mehtat-Meo)met-t- Mm ahdal-Valoldal-)alonytac-mi sailed acy ol-rerhal-vomida\= 

exc ¥ol=yar- hale minal. qevo)(olbhgm-lale mm: Mju ¢- have (-m-snatei(-Mosimdat-lan\—-1 md al-mere) (ol bh ace) 
jako) gaat-lmoyaoyale salem MatoybledaMdahicmaher-hale-Mal-ai(-yanioyd.c-leomoyameal-a MMA's 
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But the same commands were used, just different parameters. 
Despite that I preferred the Spectrum to the C64 - which had more 
foto) Ko) bh eH ob Lal oy gol. Gr-J qt-hel-vom elm c-lkcmadat- Lal m-leycro) hUIC-] Aim (oy-hual-lem 


Bi aX-m@royaqhaalolelo) q-u-M eo) alot .ayoyb<-]t-e- ls ek-pmdal-w/ 4, @ns) ol-reruabnaam- bale mies 
unusual attribute system pushed the talents of many pixel artists. 
Greer used it to his advantage, and created a series of Spectrum 
FYohtcctanunacmhqak-Vo(stmd af-Lancole).ar-lohis-hale-le(-moymr- MAb lsvesco)br-mey-NU(s1auoe 
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Spectrum has a very special place in my heart. The attribute system 
iqat-(o (mina q ko) d-w- We olby+Al—we-valem-Yovaal-iahgalocmelAtabale muah han (Cm ci ats 


satisfying. 
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your palette everything was straightforward, it also was easier to get 
1d aV-Merey gc yoimene-yolauler-lm@lore).aaishuaw iam Mud Mv Nal-M-Merol(olbh aaqvolel-Miic-Komen cree 
FWalo mtcolb mat: lo m- me lelole MmNim’ \-1h go mmol alo)(ex-Koy mero) (olen ccm UE-Hhalytmdateblelamtseyel 
could place those 4 square pixels anywhere you wanted without 
restrictions, which I really liked. After that - the ST over the Amiga - it 
was such a simple flat system with very few modes to consider. Also, 
Yomi Colu marie hiccw at-\o mice Men c-t-1¢-M co) mdal-M (oy) -1mecoyaahaalovamel-yaloyaahbat-ice) @ 
FWalomocoidamdal-mom Me: halo Waquier-Ma-yalo(-lomcoMat-Na-Bsnaqhit-Var-Vqslelbbaliwe) mje .UUE 
FY Pm ovo)lKo) bh a oy-IK-14c-Mcole) ab hom. mi-Vhaloyhanqaley q-M-jey-ler-Mdal-Valr- mM RoRove)Kolbh meyal-) 
Wale Mm i=y/\mevoyaqyey-tabi-t-M’e-laud-lomcom-yel-yalomual-muhaal-w-Valomqaleyal-\iace) 
shaahe)tcyaqt=yqi@r- Me khax-1a-) qi M@cy-1 me) men e.ye) qh lore 
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bqat-le(-sq\aus Mal-mbale-sqei-} ove) a -yalenbak-menkem<y- ler gh ekel-m:} 0l-\-16m- hae! 
jol=sakoyaqat-baler-mhamo)qek-saicompavelielel-Moyhagat-}e)el-\omepe-helabkem=1(-saal-saiecpm-balemnal 
some cases the rendering of a scene could take up to 30 seconds. It 
Ve Fomenhna loro lumvome(-imdal-mor-lt-have-makelale 


Le mea l—remavolaicom qat-l.c-meal-mone-hishalet-Me-l.c-m colon Coyale mena ile lim avlt-meyi 
1dghengalomac-y-liatamMal-yiaantc-s¢-Moluni-va-yanmot-hig-mdql-yqmmelt-hia-) ecMonlona mal at-\ag-B-ie lel q| 
J qKoyau@r- acc aha loyaM:jo)- Nawal al-1l@ lerimdabnal q@aloy/imloyaleméal-\im vole) mice (el-lomnhal 
the first place. [...] Besides they only drew the first time, though they 
feoxoy bite Ml ol-mualerer-yq-lom-ler-bhamima-te [Phi q-lomm Malicmaat—r-Vaimdat-lmdal-yeom iC Te-| 

fo [=Yo ng -{-Moy mb aia lerhoy- haley a Meron olt-Wi(-a-Wi'(-ya-B-Movim gales comico) cenhishale mm meramt 
honestly say that the draw order was designed to increase this 
FWahukerho}-Valoyapmolbim hu 'c-Lwat-Vale l(c magoyaame)-Vol acomaceyal@emdal-it 

ior c-le peop hale Moley{-roit-mecolelloM-jhmbaWacoyaimey im oy-lel.cencolenate Moy a\-t-fm- bale md qlis 
necessitated a way of clearing out shapes before detail was added. 
Yor qat-Whqat-le(-Mer-var-Wnalatmenleme.¥.¢-MCo)ahei-1qucomat-Nejel-yamdar-FaM Mom at: \'¢-Mul.<-\o 


Pai Coy ale fhe l-m halts) cer=) 0) Co) gmeld alt=) merosaahaahicsssloyalcwaar-lts)ar-lek-1e M3 a a) mcolo) are! 
chance to work with Tim and Howard Gilberts at Gilsoft. He created 
rohi(cvarchaarce)d.ar-havomiluetsiue-ico)acmolamd al=vh am @lolcom Gre) i(-\e1dlejamesm-lehts-)ahabnaa 
fer-baalosse 


Tim and Howard were great. I wish I'd been more proactive at 
Wah ale my WTO OLE hale Mor c-t-hubatemaahtmeyyeam-lokg-valabng-cmmoleim@aida@-llmdal— 
hag) cord qm lerimeoh(otammarAi-mubaal-mmbcoyqurer-liniallqamatey('m (ole) ahalemhaicombrsnale| 
Wale Meqbicovaqhkcsnalem(-pqar-balemoth-ltolegbc-MaAit-1 gah mlaMm Osetia’ gm-tale mar RU cw Mio\ i 
Ko (<¥ Tr Le Col ao) Co Mon ct: 1C-Maaloyc-mhaic-ye-Loiuat(-B-lehi(-yahgenq-imm mege (oso als) 
recent renaissance by companies such as Telltale have rekindled my 
interest in dialogue-based games. 


sKs aq) acm a-lt-Lokopatiaby om \shdamesitcveynmecoyalenanel-romi\dal-yamealom\(-itlaleenaaa) 
released The Illustrator add-on for The Quill. This clever piece of 
TovualiccBAoM=y aces alol-vomdal-mey ale nhar-lm-lohiccsaueba-m-savepnal-mcom-ll(on/\menc-yo)ahlecmce) 
| of=mbaXel ible l-romhal-Mer-baql-mm hmUls\-(om-Mcsnaqhit-NamelColembhal-m-valomallm@aal-idalelomudar-te 
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[Above] Terry Greer’s first inlay artwork, Centapede, created and 
sqatcbaher-lihvaekbnelecer-itz10 Mie) ar- Wa ak-sakemCom\-1lm-lar-MAl(ct1uaqunalcic-smerosaahelencosa 
fair. 


Terry had devised for Interceptor, but his expertise was only required 
Vom o}coyialol-mdal-mcjabbabaunalemevoni(-)ar-bann'co)d. em @palercmdalow-lohiccsalapncomaat-g.coie 
Siecle patchecvo mm Kaya atmaaleniccio moyahcomer-baalsmol=tlepam-halom-haance)d.ado)(- mike) moldal=s4 
(oxoy aah oy-Nabt=tMoyale-Wate-hal=iema-bale(-me)mer-haa\-tse 


PR chm aaloytehalem-ai'cc uaa coyagMyh ave (=m o)(-\er-\-Mo)m-haan'ce)d aco c-Je)d-1\-valar-val 
shagt-\e{-we-Walem(ie-Valczre Mm Comes c-r-1(-m (oler- lu loyal. laai ce) d.a-llecoyaidanaquier-Linmbryhate) 
Co} KMo) m-T-} of b -1U =m oy (=e MEE Coy ahale maida: Mere) aqioy-Hahiauhal Mey ale (olameyal 
We rchaq heme qt-uMayie- bow aloyid—y ama all-t- bre Merl I (100d aig el—)i- le (omm\-1m-leley- hae i= | 

fo f=) aX=y ¢-1u loyal) o-Ler-t<} gh oMm =t- lod all (oler-lu leva at-\om-bal-lleroyaidalaamdal-lme(-1al-ye-lc-rel 
EMbhauleel-molkowabhg-Meol-yol-yqlethalemeoyaMm’dat-humc-Lwhamdal-m oler-lalolaMm sailed al 
fohba=YouaKoy ald at-molt-Kic-) aa c-komr-led tale m- hale Moxos atcslol-yq-vom'\dat-nal(oler- tales atm a=) 
ataKcylo)K-m Mom Age r-Ai(-Mc-ialMoymmd afeoybicy- hale l-Moymonqhieb(-wial-y)\c-me-ll Mey mi 'san lel al 

acca ccmat- Malet: le] (-mmsy-lolhimdal-meveyqaher-hahimeyd.chalemoyamimi'c-yai@es-Val.aabhel@-latel 
jdaX-mer-Vaal-meolt-lo mm mr-Lolhtmoloy ama at-hiccm-bahim@agt-\e(-t-e) mim ale) \a-lw-llment <3 

| ol=Yer-haal-meroyaabiole 


| hale. Wer. ba=1=) a halmralel=loler-baaX=s-msj ol-bahabhale Me)i(-) and aha-\-mol-(er-lel=-M abhmy\.e)d.qrer-nal 
be found in diverse titles such as The Last Ninja 2, Flaklypa Grand 
Prix and the XCOM series. 


[Of] the art I've created I'm happiest with [the] adventure games. I 
[am] really pleased with some of the work I did on Jewels of Babylon 
hate mn Taloycope-valomaat-maqunaubaqt-lm@-nqunggt-lakoyaWiaW,Vit-)c)¢lole) aml a colaqmeldal-1 ¢- 
The Hobbit was quite nicely done, however, it wasn't until later 

1qat-Yod qhiatorw- late mer. gal-tw-jolel ae- Tw i low laa sailed a at-lom-veygal-mengcr-ht 
shaqt-\e(-\-Mar- Vale m -Fome(-yabanic-l arava habalel-yqle-mme) meng-Ve)qblom-Vont-yalueha-t-w-ie Kel q| 
as The Secret of Monkey Island when I actually started liking graphic 
adventures. [I really loved] The Last Express though it had a huge 

Jo belo f-1ur-vaho me qaloy¢-Moy al (-<t-M ali (-lomayqulel-ydelb halen 


aK io qia low aley \mey-bicshake Moya aukcmic-Fimn)ccr-lidam com dal-mal=>.am@elcsal-se-1elolameyi 
game developers and adventure writers as a Senior Lecturer in Game 
Design at Falmouth University. He very rarely returns to put pixels 
onto paper. 


The last time was really at Christmas as teaching takes up most of my 
1ubaat-m qo)! am olbhal Molom al-\'c-6-1-91(-1 ¢- 1 oy co) (-(eitc Maal’ (ey deh ale oy abe pum Meahic-yal 
my rate of progress they may never get finished - but you never 
know, and nowadays it's so much easier. Systems like Unity make it 
really easy to create whatever you want, in whatever style you like, so 
FW Kolmoym-Vani ord. malo) am icw-iqid(-mohaht(-yqmacoyaqmdal-wcie-h amr. le- Mel ale) lemme. 1d ql=y4 
idak-Valmdat-Molt-Nucoveqq@icy-lime-lqe(-lh'm eo) cole gloyhatemual-ment-yc-llmcinid(— mm Bem 

fe Koyer—vab linia Mm oy-m-le](-mcom-r-1mn qaloya-munaqt-w-lyle(-mio)mer-haqt-mel-\ia 





DESERT ISLAND DUNGEONS 


aK =\ aq) Oi d-1-) ae) ah opmer-N ag atanale me aX-mul-\1 1-1 sMoyms sf-l0)\dvoya Who. hat-Kol.¢-lom ey) a-Mey- hale Mey: 
cut-throat pirates on route from West Africa. He manages to escape toa 
nearby island taking the treasure of five text adventures with him. 


IR 1 gl) a Clole (0 (-1-1-1 eo) iy xd lo) oom ahah coleroyaa Mm Rcrclol in \oyel tem el-moyal-m Momel.<omcomahaltslammmllonic-lom sari 
jo) htc=1e oan ob Lan Koss] an aa ht ancien g- Col alr- bale Ms) ab eumer-N co pm-NaXol alcat(-) elo) m@-hcolbnalemcomababl-jahhale mie 


|i aalesiollur- ts) at-baal=yo mcomcy-hi al tc-m al-aic-v am ole Mts=16 Ae) 4, Om Dna hcoloroy ava hclclOlm-Nalemereyalsslol-lanalemnes 
shaggy ole) ae-baler-mcomeal=mel-y1(-1(o)ehaat-sqh@oym-Lohic-sahaeha-cmmpacr-laiavalelelion 


-le (salou -pahtsyar-beavaql-valm@cm 7-14-1/'7-}'ab Robe PA ice-N atoll al-y and at. lmesvo) ame) im ol-tst\-10 mn gas ohtar-8 alo Me MON.¢-mKe) 
OLE hima Als alopaWehaer-haal=Molbnum an \¢-lome sOnacaom- lm Mom ol-(-1ameatanalemcom- liso meng-!-1tsm-Mer-haalsmel- K-16 meyal 
Frederick Pohl's Heechee stories. I was so annoyed I'd been beaten to it that I ignored it, 
jo) bhum Mo Mol-mhaitssq-1iccro mbalmeph(ahate mua me lomatey ia 


(©) i gale) c-m c-\er-) ah eme(- aq\-to mom liye (onic-mcomsaal-V.comuhaqK-mcomolt-ha-1 0m Dy- hice PAO MEd agoyaalhal-d(omslablonleycs 


|e Koyi\coatc-y aun ham he at- Vom Cos a=) aat-Hhame)(omciol alololemda-vamy\sar-lau mom cqt-llai mal .comiicolel(omol-m i el-m els rl /B-valel 
The Illustrator and a Spectrum with a decent DK-Tronics keyboard, a proper floppy drive, 
FW o} co) l=) ae aauoddal=yisaXel alm aqke) auicosar-nalem-Mmepe-ie-lomcomonc-h) mn’ sieaMemen.¢-medql-mc\-106) 0M Mbns-(0mCom at-hic= 
joy- Kol ad a= qa Mat-haniic-hias oxo yellome-W.com aah’ manaatom-balom (-1-b aq Comer c-t-htcmyo)aar-m-KOAiccs ahUOnaoscmaahiayolel 

19 0) aa e\or ¢- 1 Col ar: BAC -y ae 1d om al-hicom (olecmoymunaalss 
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“Mnay mt! 


WHODUNNIT? 


We love a good detective yarn, a whodunit, a plot twisting, puzzle 
mystery climaxing with a satisfying payoff seeing the protagonist 
cornering and getting their man (or woman). From Victorian 
Deerstalkered Sleuths, to 1930's American Private Dicks and modern 
PC Plods, The Classic Adventurer picks up a magnifying glass and 
takes a closer look at the best software sleuths. 
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SHERLOCK 


Melbourne House, 1984 


Sherlock was in discussion at Melbourne House 
si b.@ qqoy aud atsMol-1Ke) c-¥N Malo elo) e) oy im'is- beer) aay e)(-1¢-16 8 
Pauvhd alo) an dauley om Ubhcel al-ll@r-lor-yelc-romaal-mol-jer-naunate) 
AV(=s fo} ab l.¢- ws Koyo) (hac (oye) oy tats ale phal=mcey and ab isMelt-bs<3Ke 
qqhubaek=sanaah’s1U-sa\mcie- ba ahalem@reyat- bal Blo d(-e-mol-sr- lei ke) 
sleuth. 


AVM aXchqct- toad aXomb\mosmd alcmcio) ol abicjaker-hccrom Balesuncval 
[Wales bile (om-baXe im oy-N e:1-) aai\e-FMOn(=) eererey gal olbker-lucie mikey 4 
The Hobbit, its expansive mechanism suited 

SY aT=y 4 (ofel al ol-1 4-3 aa MaXomer-haal-mat-le- bam halealer-1c-mo)](ole 
qqheKolaMol-iaccsani\aenahalepe-balem-Mepacr-ht-) merle 

fol at ¢-Koit=) au baud -y e- lei Glo} quem ealolelesameanksmnancelaiccr 
saying “Hello” quite often. 


Mi aXo)blesamdat-m\ P@r-my(-salar-lolelenmieat-seamelblshaloscmitaheal 
measured purpose, Sherlock still suffered from 

1d al=mcr- ba alomed at- lola lon olbletcm- have mm-saal-yce (sake ol-ar- baleen al 
(oy MNES 0) A =6 (=1e(=1:}s10) am DL =t<) OAC Ind an ESHer- halo md atom c-lbr-Naler= 
fovalak-nianalemcomol-mhamdal-makesaiemo)t-lor-m-ladal-maresant 
time in order to solve the case, Sherlock is a 
itchale(olehmer-baqk-meamdal-mer-sahace 
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THE SECRET OF BASTOW MANOR 





Softgold, 1983 


The Secret of Bastow Manor doesn't mention Sherlock Holmes, but it 
(oKol=tomccr-LGbn acto Mo lst-bamcie-1l.qosamulccr- ba bakemelo)e)el-|ler-baler-saropamdal-mee)(-3@o}i 
10 aKomnV A L@ty-A0 Bs c=1K-r- oem oxoy age) (-iccmiaheamaat-lenabnatabale mel (bce 


hekcwe hab dub l= qlet-tom-basmabbadal=y monaleroniccyaclo mn Vial-saMicolemotlemnaltomdal-mer-baals 
Nalomahale m-Mci covet al=r-aial hymn ats} oyhazlo ml oy} ma Gro) ar-baMDloyidicecmepahe)jeypatel 
jo) ak-baltoyaall alo)ace) gum Mal-m wKolbnave moyimdal-Wst-l3}.¢-varalitstcp 


With a very basic parser, limited text, slow responses and simple 
ASCII graphics for locations [later improved by Dotsoft for its SEGA 
SC-3000 version] it’s not the most sophisticated of adventures. What 
hep ksmd aXe) bles qn isw-baur-Leqalel-jolal=) alom-halemel al-lil-salephalemer-baal-mmaigeyler-lmeym-bal 
early Softgold release. 

















SCAPEGHOST 
Level 9, 1989 


O@haleshar-llutmer-ll(=remrsy olele), qmrelor-} ol-1e/aley-] mm alcmuhat-l@-lont-sahaon com q-i\ct-bi-1eml eyy 
Level 9. You are - or were - an undercover cop, killed whilst trying to 
ibaualiug-lcow-Meonauletsmer-halemmac-igenganbatembalealcmer-baal-m-\m- Mel alel-jem elem at-hiccmce) 
1G ¢-Kol aeKo))\samicelenas.@lil-sacm-balemeoyahavemeat—saamcom lehiece—m 


Sb hol=y derciardencsaMmbbaveK-sa¢-1u-10 m- bale Miao)! \cor-tyhale me) aal-mo) md al-mol-1 am Rots oyat 
(ong: he) aukexsmoymdal-manaaX-pmrvler-} ol-1e/avo\-1mkce- halen alu gler-lcom-salom-iuaqke):j 0) al-) aXe 
PYOAcoahabnaom Venda Mat-lenahebavem-icoyatdunal-moy morale idhmcaccsale (se 








I stood on the sidewalk an a gezed along 

the street, at the tall hu awgs. the 

lary neon Signs, the peopl 

Shut fling along aimlessly en all ne 

people. not the buildings or signs!3., 
he north, an alcove sheltered the 

front door of my office, 


Lt also noti 
rm car" sicko at the kerh 


HEXAMTIHE CARR 














THE BIG SLEAZE 


Piranha, 1987 


si aloo l-mr-Coacome(-1c-louuat(-maleybar-Voatc-salqoncomacoyaqm-oat-1alqueacm-lehdaloy 

pau e-Volaenhal-Whacm a1 cenbicwivKor\(-yilmr- Land alomcojemeymabicmer-haq\-mm Malden ial Maloy lel 
S)(={=) opus Ml aoa Uc ctioms tol Coeyale- havea Mam Mabhaly\Ut-hamhamdal-maahbqncole(-idal-yanivendal 
| DY=¥-Yo my \/C=h qs DLoy aan’ s\(=t-0 a dt bho mH atom Gab baat) alol-mm-lolom-malerer-mel-klqmo}l 

1a g-Kok=yqqt-b4.qs DI-1ue-W- ml ahbbaaloleham-Mel-aic-ike)oyaa\-squmnccr-Naqm aida. aat-lic-sa'meyi 
The Quill, and you end up with The Big Sleaze. 

















a mid. 
Ey THE MAnchrR Gates 
> 

CNVENTOR'Y 


YOU are in a circular 
room with smooth stone 
walls. The room is lit 
by four Burning torches 
secured to the walls. 

A large ornate door 
Quards the way north. 


EATS: 





Here's a candle 











HE DAN DIAMOND TRILOGY 


Salamander Software, 1983 


The Dragon 32 was a fertile ground for text adventures, with ports of 
SYoro]amaXel-baahwe-Nalomasar-Naleloniichadamcm-Kent(-ahqon com LOkiae) aaK-moymaals) 
foLbr-lehgimond(-1-wxolonavemoyamdal-maqr-lulepal-vomi\(-1hJqmerosaahelehn-)amey-lt-baat-naletosa 
Software was one of the better known software houses that 

1b he) elev acqro md alm aat-\olauhal=mna|(cr-Ksyhake md atom Dy-hamDr-baakeyavemealtoleameymer-naqtess 
ihao)'(-) e410 Melt hammer. {es aalolessssi-ce mi ahd ame bh-ianaleleal(-e-Naaitie)a.e 


bo} bis o)(- hi md al=m ge) (-mo)mD)- hale DiF-baaloyalome-Wko}aaal=) mero) omabngal-(oMl a aaic-Nts 
|DY=s¢-roi aim (-ba-saMand aloytar-llia mitdakom q-\er-vatc-\om- (10>) age) (-t-lonhale mxoyalal-i4 op 

Bi alo) blosatdal-aimer-balmo\-me)(-hiccie wham isyo)t-lalosaber-llmdand-\-mer-haal-tcmce) toy tare! 

Tore |oopauak-l@oltolemcie-baahalemi\sidau-Mr-haqhier-basac-hisaatey atom @yar-bavel (=) ax-sye16 (= 
haha colehbKerakosaMmdancolelelamcom nt-aanaal=)al a leyaco) ar-nalomabar-ll hve) avons) ey- ler 

i rcNahe-kopigum hal eatcmubacimer-haq\-pumDit-haqkoyaeme(-10ce- mer. ll Gio) a-bkomm-balemi-molibnale(-rol 
into a mysterious crypt in Franklin's Tomb, then becomes Lost In 

sy of-Vox=mohime (10uh ale mu c-h abs} ole) acqrom com- Mj ol-lerstJ aby Omar M-Mcie-baer-hiomacolaameal= 
Koy g=yqatcyanuleyalzromis- Lolium sale mabar-lihymok-ve ml o}-(ol.aivomdal-meyerephat-lmer-baal-mnal 

Iai hsd ayiae ato yialocicym Ch alenhale md alm) ey-ler-sJ ahh ome) alm a-1aqvolcomijt-halemakeyoyhalemce 
impale mdal-mlel-salengtmeymudal-moyalephat-lme)t-t- mie) a@al-lter 


There's very little detective work, and the game's presentation is 
ohaatoaitdat-hale-Qol.dGbkcie com at-hiahate m- Miceli d-1-samebhialel-co mpalcomdald-\-mclalen abate 
(okosaahaat-bakekswmtcolon au hah'c-saivo}a’a-h aleme)e)(-161k-mhaln’celeh al (elet-leke)aMm sbi em-r-\elal 
1UhdKom ha meatomoallolea’m’\cold.c-1om-hcelenalomedal-mehaahie-leleyalsmeymedal-mD)c-\ero) ame y as 
(oxoy aksjug-bhaXslomaaK=saalo}a'ar-nalemt-lol.q@eymep a.) 0) alex oe) co)/\(-s:1-m enim ohcodialonnale mr! 
(GF-Ti-m sfolo) aid at-havar-(om-mehe-hi\ahale mova (oler-1aloyal-wai\sidaM\-ari-1¢-lmocoyaie-Beannate| 
out omyo) brah ale mudal=mer-baalsmws Ws al-r- lene l-1-Wmopa\-maat-lar-lole(-1om- miele) ahamdal= 
(ong- he) ab for-lm-Vontc-valubha-vaolele).antc-Wa-mer-taalen 


Tomb and Lost were released on the BBC Micro (Fishy Business 
remains MIA) and as a Trilogy pack on the Tatung Einstein 

Kos qaholenc-yam al c-lal.diiamigm (oyate(-)at-lalemmdal-mune-jaeym-bale-loleyat-iomalonaaalits 
Kol iKo\i\eabhomeal Cole ntmat-\om Dr-vamr-lienate melon \samdalom Ut (om wk- lacs) acm c-leleyh@ate)(-s 
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SAM MALLARD: THE CASE OF THE MISSING SWAN 





Monument Microgames, 2017 


EVIE Tce Mise. ep e-y el ahlom-lohic-sqlabnaomer-haalowm alct-hralhymbatsjoynq-vomeh'maleaamaloyh a 
rWakems at-kcwr- meit- bss (om-Walemiti-1lm@acelelol-samcicey aidbhal-eamlolelesnalem wanic-lc— 
| DY=sC-ToiahiCcmswauhcsromohimagt-bamcomabale maathctsnalem\snKcn 


Bi aloe r-baal-mcic-baccmnam iUk-lit-bae-Moynaler-e-NA-s Molen anaat-Hhalm o}cole-leloyanicial al-ks 
FYoret=3 0) 0216 md al -met- Fs\-r-b alo moll (oh ccm auhaameoynmeyameatcm alonaimeymudal-maabhscsnaley 
Wale maahyscity @elekcw iy bacon e-em SES ol-saksshave mi \aheamdal-mee-lonharoyat-lmargel-co| 

hay olonM@oymaabk-matgel-meymer-baal-MmiUE-1((-1cem oya-ss\-s alec hecmhabioy gqat-lekosamesal- My \c-1 Il 
laid-out screen where verb-noun choices are made via a SCUMM- T"m in a Small Side alley 
Yo | bmw soi ekos aM a at) ahem ehimuercyhalem-shdal=) ad al-m.contd oloy-h ae me) as \Ccsaalesciceyal next to the lawyer office. I 


joystick. Can See an open window, that 
COuUld be MY Way inside. 





However a Vicious looking dog 
15 Chained to a post and I 
don’t think he'd let me pass 
That Basily. 


| rotor. halo) ahsm-ba-meol=te4 ghel-romhae-amenateroyaahelbker-iu-iomr-FJanlojamme\andamdal= 

qqk- hoy ahgial at-aiahate mabbaeraloyat-lm-Nalemanler-l\icronc-auaambaat-\er-s-mhamdal-mcoye) 

jake fahtaat-hale Mero) a al-) eum M al—mi'dale)(—mcior c-\-s aus hcw esate (—)q-1emce)K-hianamelt-\el.ar-nalel 
sVdquhccmabhadatcsanael-llenatemedal-mavoynar-huqakoljolal-1a-m 





MURDER .... HE SAID! SARAGE 
You are inside the garage that 
Zenobi Software, 1993 if reserved For visitors to the 


a aX-me-1c-evl-\ol al Motel .<-Vdehian'iic-\cws d-1] ole) acy le)] (miko) ar-im e)(-10 aleye- Moy mel a¥-ll(-valephate; — = = re : = =: “ = jt i 
adventures, and in Murder.... He Said! he takes to task the whodunit a a a etre 
fo(-sahcomel-luhiccsanalem-bam—saker-lephalemaahehael-)qnaahic1—) ala ba 


BEB BBB ERB BEBRBRBEBRERBREBRBBBRBEBERB BBB RBRB ESRB RBRBRBERBERBRERERERBPRERBERBRBP RE RERE ERB ERR EERE BBB 


I DavenoMsicon cB EMdal-Mololiter-lcovarmisterenaaMe el l(-Yo val abicmU Natalie hcclam@ avoyat(y Lhe PoLicenan 23 bere: 
IDibhaeK-r-w\UR-Naley am i\sal-)qomeakomoicoh/ ic cmr-baanaymar-Vemeroyalena-cer-lc-1e mikey ar-Fal '’'Thoc briefcase does not re quare 
engagement party. As Inspector Vance it's your job to collate ET a ee ee a - 


Wale l-valer-w-bale Mele by Aud aX-m-¥stsi-saale)(-\o Mor-Kc] oyMelal-ve-Veit-y accom lol-valbaymdal— Laboratory Inspector. but DT witt 
raatbhas (-tae34 return it to the station Far 
Safe keeping." 

a 


si al) qoMcw- Me (olele Me loss\-mopmel at-he-loit-) aubalt-se-loisloyamaial-M- Mm ablecm-alomsynaaye)(= 
1UKY-Moymd al-@ 10) stom MLO) Moroyaahagt-balel par-Nalo Mm bamdal=mal-vor-11:Jiqime) m- Me lelele| 

(o (aC Yo1 eat (-mj Ko} ayam eo) (= algae) mo) Colmar iarjecmaat-lal.¢-\-yomtcolemesbl-sshale meals 
murderer's identity until the end. It’s a well-presented text-only 

of baakom ko} and al-mW-As3,@nsyol-re1uabbaameyal tame (-saqvovarcjeg-Lenalemivlimaley/\maqie celal 
well-written text Lockerby has jammed into it. 
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DETECTIVELAND Cases solved: 0/4 $10.00 






Taken ' Talking to: Mrs Macdonald 


~*~ Fake boOgk 


As I take it from the shelf, the boekcase pops out from another woman | money 


| end conversation 


I'm in my office. 








the wall, turning neatly into my foldaway Murphy bed. 
A photograph flutters out from under the pillow. 





™ = he 7 7 
* read DOr 


I flip through the boek, and an entry catches my cye: Exite: 


“YOUR OFFICE. It's important to maintain a professional 
Ee s I can also gee: 
image, 89 make sure your office has tobacco-stained walls, 


a doer with a glass panel with your name on s0 it reads ~ Mrs Macdonald [-- a8. 


backwards fromthe inside, and ideally a faint smell of bad ~ doer reading "EVITCETED ETAVIRE" 


~ filing cabinet 

~ photograph of Ruby | take | take 

> Out es Wait 
Ok 


I'mina dimly lit office building. 


liquor. Rent's high, 8° save spondoslies by living there 
toe. YOu can get a Murphy bed that folds up into a boekcase 
-~ way classier than a mattress under your desk, andthe 


dames love it. Or the guys. Whatever gums your shoe." 








I'm holding: 


"Step into my office, Miss..." 
"Mre Macdonald,” she says smosthly. She steps in, and I 


follow. I'm also carrying: Flashlight §§ wristwatch 


Case opened: THE BIG PICKLE money ($10.00) 


"It's my husband," says the dame. "He's been missing five 
days now. Please find him, Mr Rose. I've heard you're the ~ 
well, L['ve heard you're a detective." 









save game restore game restart game undo 


options credits hints 








DETECTIVELAND 


ido) oy ba mele) alatye) apron ne) 


Oh al=moymdalomsje-balekolbhur-saiugl-\mhalvomdal-wA0NRom-babaibl-lmbalc-se-le1ehi(-m wleiscoyal 
foxoyaqy ol=1uhu ley aby Dy-1¢-1e1eh'¢=) (Tale mn goyaqWe.co)eyhamelo)ahalsvo)aW imo) al-mopmdal-m ol-r10 
games in a new wave of modern interactive fiction titles. 


bolo me sph lo l-m od im -Natsyoyqusacols\-mdabgelecelamdalswaql=t-)aMc164-{-10smoyms \ (2.1m Rely. le (ome! 
uloidloyat-|@uleaqm aleysqmeyco)aileyiuloyatr-1e-MOLsmcoy said at-Necmallt-vomi\andamdal-mbler-l| 
sqaXe) o3¢=) e-yume Ko) Lespun dl GKoshal ule |b losamecoyeav he) mere) olce- hale m-me aco meymer-\\-\m\¢-Hhabale| 
for you to solve. 





hicaga., 7 : Pe ee el -) ne | 
bars and pool halls. Shot in Se@pis. 
Very atmospheric, y”* know? 


I“m Outside Deviney"s Bar. The street 
leads east and west. 


It uses a neat browser-based UI that Johnson has evolved from his 
previous Draculaland game. He manages to replicate the feel of a 
type-in parser, but with a raft of contemporary accessibility options. 
No} abaksyoyaMan's-tom hats] o}hdc\oml opimctoro) ua .Ver-baalsmer-baalc\opm Dabicmer-baalcmandtctom-N acm! 
Jo) h} Meo} alm'\foy ce Moy melee] umweCen(-yalavig-l(-lalodmc-llunale ms} aunalom DIf-\mo}mest- haut 

| sXoyaqloMe mun e-jam at-Vomudal-mlel-r-Mi\salsvamelt-hanalemaet-Naakmer-baalcsmopamaanys 
smartphone, [...] everything seemed to fit nicely in the small screen 
except the need to type.” 











BUGSY 
CRL, 1986 





Os SGPa=yalekcicromd atom al-]jomeym asak-jorllt-Mn-balepatele(-m-halemslem s}alek-t: meyer alele]m ce) 
fon care Comd anism al bhaqke) co) biome. l.¢-moy ame) aer-habls\-1o mer ahaal=wh a hoy 0)- Os aber. le lon 
haksjt=t-KoMosmda\-mc-) gabaisnate m1 O@r-\cloyal-mni(-e-Ncomi\cchanat-le\-malebeaimelebabants 
mobster, Bugsy Maroon, a cute pale-blue rabbit on a mission to rise 
Vom dal-mco)omeymedal-merhgia-mes ghaal-mac-lc-seauhqiamauaako) ale iaiealcmblier-lmi-bncomeyi 

Jol bakspaiahaqimenk-lColenekom- have mabnaleialoyal-|mepe-he)ahkerwmc) a ssexel-mhaaheltcsaal-saleqrel 
a neat TALK TO feature that offered a LucasArts-esque conversation 
qolonahal-m ol-30/\(-1-) amd alomts-b akolokomer-hale fics) acm-baXe Ml (on) MUhictomaat- har} e)elsr-Ne 
idabgejeresakojehandal-mer-haat—n 


| hekswm oy- Wa tent e- hia ol=10/\\(s1-) alr- MC=p.4 Oar TOAt(= ahabha=m- halo m olosnaltar- bale xeln led. 

pg olosakosqkercmmbecyhale mbah=) ¢-Leighic-m ale) es} elolecw- bale munal.c-maat-lar-ler-helmcomeal= 
oxoyaht=p. ame) imu al-mer-haalomm Mak-m-salephalom eo) conialel--e-ham=yaue- Mj olanal.dthale movi 

hu aqkeysy ol al=sasmaiaidamd alm baleliblssloya Moy mj ololus qauvlsslom- hale McVol hale m-ini-leiecw- hale! 
there's a very useful hint system. Handily the browser files can be 
(Co)! Vaalcoy-(o (=o mcomolt-hy meyaauhal-meehlesal\tac-rorolaahaal=salol-von 


bole mor-balmolt-himdalomer-baalom alo cop 
http://versificator.net/detectiveland/ 


he) 


vAQ) 





Players Software, 1986 


From the mean streets of Miami, Alex Williams’ Matt Lucas isa 
(C7-\Ox-Tom-Kehic-yahaun comer: lluhalemicolem-lmdal-mehal-sata'\(cr-Nebale me a-see-bamonantahaler 
10h alersiey-1.¢-16 Ml od Ma e-Keol hale molo\itaqmeal-shapaabicscshavemey-Haual—la 


Williams deploys a nice writing style and Lucas was well worth what 
was a budget asking price. It suffers from GAC’s sluggish response 
time, but does feature some neat graphics, with Matt's Don Johnson- 
esque face in several images, and a smart, redefined character set. 
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The Cabby WRLIPPed uP the horses and we 
Were Off aLOneg the London streets ta 
SLoane Square. IT sat Back with a 
Reart—-feLt sigk of reLllef. 


Hfter aiwkhite IT became aware that the 
Cab Was MOViNng remarkably qulickKLy. 
PartLlculartyw fierce Jott nearly shook me 
out Of MY SEGaT. I Leaned out to Shout at 
The cCabby. A VYFush OF COLld alr tore the 
words from my mouth. TC had to kang onto 
the side of the cab for support. 


A Wild fear SE1ZeD me: was L Being 
abduUcted and taken to the man Ll had Seen 
In the aLLey? TRe thousgiht made my TWoUth 
Suddenly dry. Or —- kad the cabsBy scomeroiw 
recodtinised me? Was he taking me to 
Scotland Yard? 


IT considered my next more... 














CRL, 1987 


AENoqhbate pam Mabicmer-haalcm im alolm-jebic-lellcmiolar-nahtdelolen) mem. mal-)arcelbrs 
ohKs} ofo}sshukoyal, 


CRL had courted controversy by releasing several of horror-guru Rod 
Isa -¢oMsme fhe alsin oLUhUn (cs ahmoyalsmaehadal=yan aides) als) alol-e-Mepabl-yopaalsmuablele(= 
idabgoleresamdal-mcjeq=1-1csmoym Reid mer-sqldeh aim nopavelosaMmesahe)el-iemeha- Mir hi(-me) i 

opev Auta aaiehael-s4sMntcolem-ba-m\ecoyalei hymna. baal-rom-lsmdq\-mml aay o) ol-) aar- bale Mar-hi(-mce 
ol (=y- bani Coleh mat-naal=m eh) muc-Volchale mole \samdal-macr-lmeisigelake 


One of the first games to be given a restricted age certificate, Jack 
(oKor=tsMuAt{-mby om Com al-mbant-baah'm’\sid al-Mc{-1m@eyme](olelel-yoy-1.¢-10m- bake mepe-helanie 
haak- Le {-\spmexo}qahe)(=1¢-m\sndam-Moni1abndelhatemmelbhm-salengest-shalemitaghenalem-jard(n 

i in/\Coml oyheso}mna gh'al- a Colom @s.4 lm al-1-\o Ml alo) altel alo m@1(-1a0m@vat-vaqlel-sacmar-lomcomer-sahta 
datchacieleyaqhiaanatemudal-mer-naqX-mcomdal-m s}@uahJaM sfoy-hae Moya aihaam @1(-\:}:)haker-leco}ae 
s/VdaKowksts1bl=romdalomer-baaKsmi aida mimo Ro Mel-) auhaler-laloyaMn\cloe-molelelbcerlaia-jaebale 
After all, the game wasn't subject to the 1984 Video Recordings Act of 
1984 since it only referred to “moving images” only. 


(©) avar- bale mvr- bare Ms DI-sq-1aem davon ocoyiale(-10 md al—m oe) Colelohiasnaat-le (smo) mudal-miscolenaats 
based the likenesses on his sisters. 





Library Balcony Time: G:21 am 
rshe 


Flurcn page of calendar 

Ik is upen lu July 4. 

There igs only one notation here, in the YAM spot: “Call Coates: Will 
completed". 


sapen balcony door 
The balcony door is now open. 


> 

Library Balcony 

The balcony is bare of furniture, though it has a beautiful view of the rose 
garden, the north lawn and the lake. A metal railing around the balcony 
prevents an accidental] drop to the thorny roses below. The window between the 
balcony and the library is open. 

Away to the north, Mr. McNabb can be seen examining his work. 


Femamiuc cailiuy 
The railing ix made uf a slurdy metal and helpe prevent noxty falls. There is 
a small areca uf painul scraped off the vulside cdye. 


? 


Infocom, 1983 


Witness, written by Stuart Galley, is one of the easier Infocom titles 
s Vd aXcsqcmatcolbmm eo) (-hiar- M@reli tea \al-icebnatem Di-1¢-ro1eat(-m haus mel-WaWale(-1(-Me)mdalomrles 
sDOK OK hahiccrciuler-hukalemealcmcjonleslol-moym-Mer-sar-lhaM Ub acm nbaleKos@ 














A aly com- base Mecpaar-llm aon aalel-) moval (oler-lalopakw- halo mol at-he-(oit-sacMAniandaMbbaaniccrel 
hald=¥¢- (oi elo) a) pm olbiimd alow o)col\- Mimbo m Cond al-mcit-Halor-BaelsM-» 4 el-\eit-1ome)m-tal 
habiereroyaqmond(-rm Malmo (-sYouaholuloyalw-Ncom-saler-lephalem-nalomuntc-l\vamer-yolqonanhate 

1d at- heme att ae bel oley | (-1o Mil od Mb i-1-] Moymnd alos ¢- Mi haatco)bm- bao Geko! aim -salololesamcomolelt- heal 
ro} ahtacsKer- | mee) oh' Amd al-samhaereyaalctcmelbbalel(-romi\aieam-Mol-r-10hGhaelmct-1 Mey mio] 6(=15 
ihaXel UbKouhalem-Mmc-it-(epa-baamecienKenke(-m aXkolc-ymaar- hel alolole).ar-halom-Mmolelvebsaleialeyam=ye-| 
“Detective Gazette”. 
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a) “a anaes 
Siblwia”"s apartment. 


Hicmmy door 

The daogor Sumi nes OPen. Fou Watk 
throaouwsgh. 

| oe a ne | 
Throwkh the drapes in the 
hatluway, ¥Ou Find the lights 
are on and there’s a radio 
Playing. The d@ep red curtaims 
he ee ee 
L@eading to a Fire escape. 

You Cam Ss€@e a framed Photo, a 
handbask, @ Silk Sctarf 

i 


WER esa geyallemavelelsvom Ditaalsyaki(e) au acyole) 


Adventures from cheapo software houses tended to be lost in the 
oC-1hb Ke f-meymeper-bahahaymen's-) are per-lunatadat-hanyic-FJ alco meyalcomd al-mcdal-] koe Malosaoes 
jalom-jbngevaki-mdat-lar-lont(-vanabnq-Mecolubnaahanciecmol-vobler-lc-romaaleljmeymdal-sn4 

Gig eloaeahaccsalm alolehacmcom—1ic-10) bn alrom aelers\-iw- hale moroyaker-saheg-ltcremeyal 
higher-end releases. Even budget heavyweight Mastertronic could 
oval hia aquelsiccsandalomyaqt-litciapacaralcambam-Mcspate|(cmaat-ler-VAnal-m ie) ana 
Spectrum-only adventure Play It Again, Sam. 











It's ashame it didn't get more publicity, as it's a classic detective 
sd aXcryAcmnd at: Lan {oto @7- | Om com hecwaollmclelc-aher- lm \sidamcjolt-lac-yahavetmoymloyale| 
Nake Mo l=ie-bil-ro mo) ce{-me- bale M1Uh else meblephebA-\omene-ye)anlerse 





[1 9. __li ig 
Pe ees Ol ee 


SHERLOCK HOLMES IN ANOTHER BOW 
Bantam Software, 1985 











Another Bow casts the player as an ageing Sherlock Holmes, with 


1Uabaiqiameresaaher-NahleyaMs Dy aa'i\(-hecvoyal- las abicmcslo(-my.Waloy-1m@olamdal-motomDiclehahimdalcats 
must solve six different, but related crimes that occur whilst aboard. 
Tagged as “Living Literature” by publisher Bantam Software, it was 

1a =) Koy; bs{o1e hand aX =m Obs Ko) and al =m Oem @ior-m-halomz¥o)e)(-maat-\ol auhal-t-ea alow el-Lol.e-le(— 
contains an extensive list of scene-settings feelies, and has lots of 

(od ak- baa =ts} ol-ren k=l Ai miba Me AecMubrJaMl Colet-haleyam-nalemesal-¢-Qeit-s aepe-helahlercmaar-ht 

(od ak-hale(--Fsmolbhaiay com o}aele-lefoyahiiece-nalomudal=mhalol=)ol-salol-vanal\ sa @rcm aqkonts~ 

Nao) enalemeak-m-j ahh ep 








ot in the 
of where we 
dertendaant. ™ 





—— are 


"He found one in the 
ceiling directl abowe 
where we found he 
defendant, and one across 
the room embedded in the 
breakfast har. The 
found in_the har had 
traces of blood om it." 














You leave the apartment, ——— 
io inte the elevator. 1 | 
and make your way out ay || ey 
onto the street. Standing i 
by the out lesue 5 front a. 
oor 15s none other than 
Paul Drake, wour 
right-hand man. “Della 
saad I"d fand ou here, 
Perry. bounds ike wou 
really got a hot case on 
wour hands. Tell me. do 
you think she’s 
Lumocent?" 
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PERRY MASON: THE CASE OF MANDARIN MURDER 
Telarium, 1986 


Telarium released a raft of Howard Boles adventures [Dragonworld 
Wale M-Net eyalal-1im@- soy md al-mold a\-ya-)per-llmbesybate meda\-mcr-baalom-yalespalombaveltelonbate 
ida bicmcye- lem Galo molehambalc-salel-\odm- law MYAI(-10hdaMl ala atal Ur. be) ab 


Pat =) ar- a=) alonheleyamoymedal=m evo) ablomedal=saq\-maueal-wmdalcmer-Naq\-mcit-baccm hale bal 
Spel bbRsviCclhymmon a abislalqromuhiahale maolosaai’sal-ya-m- mel at-ll.q@e)endenal-meym-MeK-r-(ol 
body traces the remains a murdered man, Victor Kapp. His wife, 

FN ehoyassal=yalol=yo ml opal al-m elo) bhe-w- Lal aloyaal-me-halomhalolercss\-\stsko}ameymy\sarehe 

Tolsua ats com olomdalomaahehae l=) anntict- helo) aum el-(evo}aal=tcmd alow ale haalel-3 me) alo ecb Ey ol-1e1t 
Wale Uk- bo) aMcMelil=y ahem adt-aiahale md alomr- tia lohelbkcmt-hilatc-) antigo) be mexo)i(sreit 
Savae (= qlexmcoyaaand al-mcoler-luleyabe-halemis-baleensmolat-he-Qo1t=) apm el-skela-madal-mer-baal= 
jLohaahesswhaivom-Mc\-) a(-Meym—y ¢-baauhat-hulevalswmbamdal-mevolbhaucoloyaqmn\sal-s4-m'so) 6 
Fhaccsaahel@cem-lyor-sac-bhaM lorie) dave imesbnliqva-halemidalomisame 


hed bic aheccidubale Moymi\ahualcrts\-rcwd at-hapaak-l.qo1cmon om Malo ool q@eymeal-mer-baatc 
bbaXelublobbatemr-Mol-leles(olbkmcy\\ i -4 1 av oW MMMM \Batctowcie-1tssaal-sald pe. bale mm Kol lCeyahates 
1d alow aq\stol at-Bauomoymnd al-mm MV At) alo) \micolemer-bamer-ll ovals (ol-).dlel al r- 101m D) g-1.¢ om Ko) 
investigate leads, or ask Della Street to help [With the use of the TIP 

i <oatary(osael Pu@r-1auhave md al=m oy-bas\-) a Com\(oyd ask menhankorb liar- lund qu iswc1¢-le(-mm=a1(-0 a) 
sVahdalnd alcmer-baalseow d=) o)bNc=10Ms1010m\cohaemicoler-lolelt-Natameleh@i/i-lalel-laiamicibicel=y 4 
hsw- cyo) blo Mr-1ac=y aay olar- humor. olabeanalemedal-e:joshaimolmaal-mclo)bhger-maqt-ht-iar-lem- hale 
dato} qoucw- Mcl=) @olbise-haalelebaimosmelaubnal.qiam-halem d-\evolepabist-le](-m@lem-balemDIOls 
(op g-he) ab hers 





FURTHER INVESTIGATIONS 


©) ef-s ad aX-mer-ks{-] ofolo) .molamdal=1i-mold alosaeksic sere hic-m aa hiaciios aoe 


| DY-F-To lt tat=em hab coleroyaa ban hols Y 

The Curse of Crowley Manor, Adventure International, 1981 
Sherlock Holmes: The Riddle of the Crown Jewels, Infocom, 1987 
Murder Off Miami, CRL, 1986 

Borrowed Time, Activision, 1985 

Adventures In The Fifth Dimension, ANALOG Computing, 1983 
Great Peepingham Train Robbery, Axxent Software, 1989 

Who Done It?, The Guild Adventure Software, 1985 

1893: A World's Fair Mystery, The Illuminated Lantern, 2002 
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CHRIS HESTER 


After a flurry of books from Usborne, Duckworth and the like, support 
for books explaining how to create adventure games in the 
mainstream media started to dwindle. In response, Chris Hester 
produced Adventure Coder, a fanzine that aimed to regalvanise the art 
of adventure writing and programming. 


[Chris Hester] I had a Sinclair ZX80 then a Spectrum 48K, I loved it! 
Later I progressed to the Commodore 64. I had one of those 1541 disk 
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which had just 3 tracks! 
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orb cy aqt-vaalel-yamaten' imme qvolblelaM molt-yic-rom- Mic val-iniamaceyaqmeys(-14 (ele! mie) 
The Hobbit. I did prefer text-only games at first. 


polemic bat=ro Mm \sahuhalem halls yztsy Own \dal-lal hale moymer-haal-\moblomicelemerele(=14 


I didn't code adventure games in BASIC, I used The Quill and The 
pb Ea ¢- ceo) gam mb L-r0 Ml 3) Woy L@a coy me (-y al-v 4-1 o)aeolenc-naakcw-Valem-yoloyaM(-r-Naqimd al: 
i(o)'Amey im gak-\ol al hql-Merele (=) 


Som i aT-mOLbI li med at- bale (remy olebar-lohic-salaonahale muni-ym olo)dau-lsw-mo)(-hics) ar-halom-ks 
an adventure creator? 
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Yo (-Monm-lohiccyahabbahale mits Lmonatel-yqn/c-hiam-lale Moy mecoleney-mdal-yccmucicomaatelants 
fo) dal-) mov golenc-Naqh-melumeojb (emery —s 
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(@r-Valmi(olb ie a-saal-saalel=) adal=3aaleg 


dghbal ql meoyalhim@ i acolc-manomer-Naql-cmmyeriesiec (ya. diame) ain’ alms) olen anda lel al 
had two versions. One with just The Quill, where I was proud to add 
fone hola blot-maaMmuhaytacye 1 bt. Ha -t May DEL bE yhalem-Jat-hol-te- hale Meco) (olbigm mdal-yama-lonlo mis 
using The Illustrator, though it wasn't quite the same. The graphics 
were then full-screen if I recall. 
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Joye le) bK:} aX=ro Ml ental @rey gah qalote (oy c-M DIK) MUL t-1dmoyaMdal-vi mile) ojeyimeonty.¢ 


After The Quill, you progressed to GAC it seems from the fanzine, 
s\dqhi mao) al a7a UL CoYan\\Aat-heoblomtcolemdauhal.qoymsy-r-ql -lekma corel tg 
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he) ol=r-l maaley com Com) (olemmoy any \r-\sm hap aaley com alomek=sylepalty 


IMoyalyiacitchatqrem oy colene-Vaqvaqtnatem- Ne) cord.aqahelel aM@e-N\-) amas q\-1 all x @-Mor-haat-w hal 
and websites. We weren't allowed to use MySQL, so I had to code 
everything like databases from scratch using PHP! 
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MVahd aMare-bak=romc).oll Yau Ko)/ monte mtco)em-limer-im cole (-idal=y a4 
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cY-y a (=o) im qat-\or-vAhql-t-emw Vo hic-valgvid-M x4 go) elem @vole(-yar-lale myo Roya merle’ 
cevaqtcvaalel-y al ale) im Mcit-ha-lom@xvole(-yamlolblanim@y-(-y qal-lombl.<-mdal-y comic Ke Mer-}omna| 
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[Above] Chris Hester [and a selection of 80s pop cassettes] poses for 
1dalomeot-hqal=ye- Melon ahalemeal-m-lonhuhale me) coler-t\-moymaVohi(-) ahavba-m@rolel-s@ 
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SHIMMERKIN 


Shimmerkin is an adventure written by Adventure Coder editor Chris Hester. Created using 
Sa oy iat y aT O@ 15 rT RO) ah aksmel=a'@-)ko) ol-co md ah d=iomaic-s aso} aksmo}md alomer-haalsmamd almahaciar- ele g-Nhesaiac-y dmreyalars 
hake bh gur-baXemd al-mc{-1eroy aXe Ml kYorq=i-y aks} qaVolecw ol-lCon/\dm=1aahelcoytc-1om-halspater-sanko)bhmaal-idqlolomolmsa-iol-inhabhavemual-wA,.4 
S) ol =101 5 gb haa med at-ha-lolt=y at-{=1 ml Koen c=t-hUcm eam aabeannaat- lbh] om o)bnm-sni-elghi(ow- halo mol at-haqannalemene-le)ankecmnameal= 
game. The third version utilised The Illustrator and introduced a series of full-screen images. 
1Uhaboaqbbat-iu-1h)anko) anelswmdaX=mepe-h0) ahlet-linic-sa:}lopalsmosmdalomer-haalom-N dom (ols em olbnmeal-mUsyaerosalAymicnal-hala@er- hal 
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Va ghabave met-haa\--wucome(—iaahalemea-sqamelelo)utsjal-rolmelenmrc- belo m)-sa-mdal= 
1qassj oles aki=sch alco me atom aqt-ler-vAhal=rg 


Meo Cola (1a) ecw h ale Rib lelcvovahouloyat-waceyaqm@-llmeni¢-) mdal—mi coy d lol Ml vey e)(-e-llmat-lo 
their own way to express themselves, which was great. The many 
articles I published showed how enthusiastic everyone was. 


|e) md aXomexosaahqahebabiq)mc-1-1m- lol) bias hata Dikomsoloment(-monomdal-m-naqleyhuleyans 
you had for it? 


Yeah, I think so. It was a big success. If I helped someone out when 
Yeahatalem-Mer-Vaqi-Maahdamevolohbale Moya aida le(-t- laud al-aq Mialm@al-\(-Mel-\-yamveyadal 
it. 
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these skills together — Gareth Pitchford, interviewed elsewhere had 
Co} dso} mm Ko K=t- Fo koy ar- Lo hic-sqhqun d=\-pm olen an al={-10l-(om-Moygelenc-haqhaal=) @eem\om al-m ol- Hh a=ro 
with Scott Denyer. 
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1UESyh ale Oy. \ Om Con-salat-balercmdal=mer-naqtcmi ahd au- Me rololem:j0)4-1-Le me) mcoler-huleyal 
graphics. 


Did you have a favourite feature? 
The Letters Page was always fun to compile and design. 
Who did the cover artwork? 
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It took a while as there was no desktop publishing software back 
1d aX =) aba At(cyatadavh ave ml at- (om Com cl-moy ahalt-lo Melb lomeibimebia- Hatem el-Kic-le Mey qive) 
sheets of A4! Magic Tape was used to hide the edges. These pages 
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you leave? 


24. There wasn't enough material to carry on, so I left it in the safe 
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PAWS FOR THE 
MOMENT 


One of the most anticipated developments of 2018 is the release 
fo) md atom alcayiaeyn ated (-Wh apc) ol-eid ab haaMl \ (=>. a@eroyaaholbit-) aus Mal-m\ (> aay eo) ceyaankct=rs 
Vom ol-e-NaMmoy ole r-Ne-rom-Nalom=yalat-haker-10mt¢-s acy lo) amo) md al-w.@rs)el-\e1sab baal 
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hardware developments of the past many years packed inside a 
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have been meticulously working on two software restoration 

jo) Co) [=eiespuorelbaauhar-luhalemhameat-m-bahakelonaver-saa\-sqlmoymole-halemalcaim\ (pat 
compatible adventure systems. An updated Professional 
Adventure Writing System [PAWS] and Disenador de Aventuras 

7 W DEV eVohic-)alabigam D{-)-1(0 a=) @y.¥ Dole DY-V-WD) mcs aXoybl (om ol-m-nic-hit-lelicw-land at 
time of release. 
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Well, here T ar again Whth a few cite and bobs to get your BPAWed games 
looking great (ever if I de Say sa cyse@li, well] nohocy clise"s gonna say 
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PAWS was heavily featured in a section called “PAW Prints” in 
PXOhi{=) alaun com @xolel=samaat-ler-vAhal-pm- bale Meceyair-bha\-vomaat-bahimeri-rablar-walel 
frequently asked for routines within it’s pages. 


https://www.flickr.com/photos/christopherhester/ 
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I guess so, you needed all the favourites across all the platforms. But 
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completing the issues available? 
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1d qt-\qu eo (oy amu al-\rc-m- Mecoleh eo) (=o) md q{-kct-1b(-t-1m hime ha htoy alow qt. t-w- ME) 0)- 1 a= Mere) oh! ey 
issues 6 or 16 I'd be so grateful to see them. I can offer a spare copy of 
21 and 22 in return... 


There's a brand-new Spectrum, the Next, about to be released anda 
asa" Ant {=) a3 Lo) ae} me a/c 0 fom Com-1b he) ole) aq =0,@D1Olom- bale ml \ (=> ac@romacoyaqae bead! 

Si ilel-sacsmcolomm aw ahimealolelesaiesmoyamudal-mal=a/\maqt-lolqbnal-wr-balomi\dar-uar-lelolehar-l 
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Coder? 
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DESERT ISLAND DUNGEONS 


1} ah g FW K-11 (=) au komad aL oMl CU oto] aer- Kobra a moymmd alow-Lohtc-yalabnanalem ailedalcy-1-towe-lleyal=meyalr-| 
desert island with a ZX Spectrum and five games to Keep his sanity. 


Time Thief 
The Hobbit 
Hitchhiker's Guide 
My own games - Shimmerkin and Runaway 


AURAL 
ADVENTURES 


balnd atom aX=r-Vohimor-higcmo}mts] Ohm alos aql=mereyaqhelehcsyacm ake mc1bl 0) (-\ermsaqt- hats) audar-han\c-lmo}al 
[Uhqqhhecwmavomer-haql-mal-tahamo)aidal-saa\cmi\c-b-melonm@e}a ololbnavel-wacolom a lentes llolbicmoya 
aksjo |b (sam bir Hale- hehe ako) au al-\omr- lm oy-hst-j Lo) ame) ah alts) c-s-jomm da\=s ame aloaimerolellemahalem-bal 
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joX=y @Xsromn aat-haar-le(-miolandal-m-\oce-sale glow sjahcolabr-balombyom-Balemeleo)) sald al-mr-navem(ssiGe 
ato Mer haat luehanatem CM\salaatoy ian ate pa ere) l\Toiab aes o}batcmmeter- larat—t-lunale mage (3 
haem ole) ola qahelsskesl-haksw-¥ 0) e\=t-h ase m 





| Ko} ance) aqK=s qax- bsfohaMmerey aah ole kes me r-haak=smoceyaqleseal-(o Mm \ahdalm ole) em aalelslomi¢-sa-m hal 
Velouavel-bqkexcwur-n ake mahdtst-w-}e) olst-Nqs1e mo) alt-lle)bhaamet-tts\cuaccicw- balemcalolAiccromaar-Le 
Kote LGb edie Mr-\akol=ma-hale(-Mo)m-haoks1c-Me dey mdal-monahhanuer-lc-tom clolomr-hammabeanaunate| 
ibqucol- Wm \e-bluhake Mer-hi¢-\ker-lok-mopmns) olseiuabhaam-1blontomor-ie-molelty-s-e-Landalom-sale ova! 
oh ake mm aat- hia at-niccMeco)aaloit-lsw-l oy huey ir-Ms) aKolel. amas! (-mat-ComlAat-baam-balomudalcyha 
Music Box, Pete Shelley's XL1 , Frankie going to Hollywood, Tubular 
Bells from CRL, Italian singing sensation Sabrina, Chris Sievey'’s The 
foi vAr- wake Wy al hiatalo my i c-Vigt-ym- bale Moa'(-) 4s) at-¥ Gb quite) (-ai(-) qlsMe (ola hamoyamedal-m- lei \sidal 
qbkcswct~1 bea What =Yo Maat. ¥4-) a Dele bavel(=1oMm/\ahd al Ml a\-m fo) on's\(oyal ms) coyom-lleleeaale 
Surprisingly, text adventures were in vogue for some artists, and The 
Sag: bale (=) asym Waoma{or-Ndcstsw-b ako um Mal-m Ml aloyaahossyo) aus hii\anakw-he)elsr-Na-vomhamer-Baalsts 
dedicated to them. 


Aural Quest [1985] was designed by The Stranglers’ keyboard player 
Dave Greenfield with help from his wife Pam. “In an era where 
ownership of personal computers was blossoming, keen gamer Dave 
[...] suggested that the cassette of the album could include a 

Slag navel (st acwuaal (hice mecoyaqh eens mer-baalsi- bu: bal =.40 ¢- MU ¢-\ol amy golt-thalsmdal= 
group's Official website. It was programmed by Mike Turner [who 
ol=kssKopatcyomor-baalsimbnavol=)qidal-wie-h a Dh g-t-hqaksyel-banal=)qmena-y-lkeymelmeldal=ye 
FYohiccyanqong-rwnaleliblonhalem e-muye-14(e)aWA-) col he\ble)uks\a\-(om oa Ubs com Manhtoeomslaal 
Day Software] and The Sandman Cometh all authored using The 
Quill. A ZX Spectrum exclusive, Aural Quest was put as a bonus on 

id ak=mcyoyore) aXe Inyo (=o) my ol (ent. | Merc kt-1-1 00H 10 hha kosamey am Malcmelae-balel(<)e-Mm-skepahdal 
qahonsslom-\lolbuaahy.Wohe-lm@syenoll olabhd-sm Dy-hig-—».qe)t-bal-ro bam Malcom el colenc-haqhaahbatemoyi 
Aural Quest was left to our friend, Tops: It was done on an adventure 
sNeguahale mop golene-haameyaind a\=ws) ol=1e4u 084i elon \(-a1(-) aun e-beam bale Mme (=s-shepal-romudal= 
strategy and scenario of the game.” 


BW al-m@yc-i-yqual=|lomsmer-vaal-mor-b1ua\(o)vmhamd alse co)(-mopmaal-molu¢-batel (<1 acmcole na 
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s Vd qX=yq=¥atcobml at-higcmwomece)|(-(o1gnie) bh an ey-¥atmo)m-haM-t-Narie-1ab(-m ba coyaamdal-m-llelb baal 
1ohdtow-bqvomr-banitcoyd.d com bls\-w- log oy-ha ey mdal-m-leia-balomq-iubheamedal-yaam-llmcomtceb na 
| oy qkokoyaWoy-bi-1y Wai =) aatcoleuai-mceoaaloldal=m\e-hmcome(-1 melon sale coyaaire| 
1X=) 0) F-Lokok-yanb ald qi =o) eol-yaba alo myor-y ast hi colema-molakeyal-\omitdablicimel-teveye-lunalel| 

1d at=3q-Mcmcyoyaqowm alct- hu olbyaAuhaleml-Wt-valesbe-Vel-m olan ¢-\{-lolele).and-re,bbea-\omnmi coe 


33 





THEHF2OH 


READ POSTER 

LT SAYS “s#CONING SOONss THE 
THOHFPSOH THIHS ADVENTURE 
SERIES ” 


WHET SHALL WE DO * 
| 


[Above] Hints at further Thompson Twins adventures from 
Quicksilva and C&VG were never fulfilled. 


are to understand any interactions with Johnny Foreigner on your 
journey for example] as you jet-set around the world visiting Nice, 
New York, Stockholm, Tokyo and Brisbane. Quest has a decent 
enough plot and is a decent sized game, given that you'd expect little 
time and resource to be sunk into developing a little folly like this. 


Whereas Aural Quest was fully authorised with the co-operation of 
the band, its suffixed-namesake Beatle Quest, written by Garry Marsh 
wasnt — or wasn't fully licenced, and duly received a letter from 
Apple Corp threatening litigation if its availability for sale continued. 
It's a pity, as Garry's game and packaging were worthy of an official 
tie-in. Beatle Quest was shipped in an oversized box, with some 
beautifully drawn Beatles Sgt-Pepper-esque artwork courtesy of 
renowned British psychedelic graphic artist and illustrator Alan 
Aldridge. It was developed using an early edition of The Quill, and 
was updated sometime during the development process to a later 
version [introducing several flag bugs] to include graphics courtesy 
of The Illustrator. Garry was interviewed by adventure antiquarian 
John Aycock in December 2017 explaining the origins of the plot: “I 
had wanted to write a play based on the Beatles double White album, 
back in 1973, and had a few ideas for characters, etc. I drew it out, 
mapped it, and then added lyrical clues as I went along." 


Marsh was [and still is] a Beatles super-fan, meaning that a deep 
knowledge of the songs and lyrics were usually required in order to 
work out what was going out and how to proceed in the game. It was 
a positive, adding to the delight of the game, but also a negative, 
perhaps turning off players who didn't get very far because they 
didn't have the required knowledge of the fab four. Quest received 
releases for the C64 and ZX Spectrum, and though 500 copies were 
sold according to Garry, it remains one of the rarest - and expensive 
to acquire - games ever. At the time of writing, two signed versions 
probably from the author's personal collection are currently hanging 
around internet auction sites with prices upwards of £400. Whata 
pity the planned sequels, A Day in the Life and Across The Universe 


never materialised further than a few notes and ideas in Garry's head. 


The final track on the adventure album is The Thompson Twins 
Adventure, penned by David Shea [ZX Spectrum - his only adventure 
it seems] and Fred Preston [Commodore 64] for the British new wave 
band in October 1984. It was published in a deal between Quicksilva 
and Computer and Videogames Magazine [C&VG] and came fastened 
to the front cover of Issue 36 in the form of a phonographic flexi- 
disc. With the limited capacity of single-sided vinyl discs [around 4.5 
minutes], the bundled adventure was for ZX Spectrum owners only, 
with poor Commodore owners having to send away for their version. 


“After a meeting with the Twin's management team we set about 


choosing a song which would fit in with the Adventure idea” recalled 
C&VG's Keith Campbell, “[and] after some long and hard deliberation, 
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a recent hit song Doctor, Doctor was chosen.” Quicksilva’s Rod 
Cousens and Mark Eyres steered the development of a proprietary 
graphic adventure engine, and after putting a prototype of the game 
in front of the Thompson management for approval the game was 
given the green light. 


The plot followed the Thompson Twins exploring an island where a 
maniacal Doctor was devising a mysterious potion. The Twins had to 
search their way around a beach, forest and caverns to find the Doc's 
lab and add objects to the potion in order to neutralise it. Freebies 
like this were a good way of introducing new players to the genre as 
the disc contained an introduction on how to play, and a specially 
recorded message from the group containing hints and tips on 
getting through the game. The adventure itself was pretty simple 
and straight-forward, so perhaps the biggest challenge was getting 
the thing to load. Speccy owners were ata slight advantage as they 
could plug in their record players directly into the computer, but 
Commodore owners had to undergo a procedure more complicated 
than brain surgery recording the flex-disc to cassette and then 
attempting to get it to load. If it failed, the magazine provideda 
simple 25 step solution that drained hours from your young life 
adjusting recording levels. 


Regardless, it was certainly popular, and hundreds of readers 
managed to complete the game and telephone the magazine with 
the correct list of objects for the potion in order to entera 
competition to win a VIP ticket to a Twins’ gig. “Next time we'll make 
the adventure a bit more difficult" quipped Campbell, inkling at 
further collaborations between the adventure author and band. To 
bolster this, the Spectrum version of the game also hinted that 
further games were in the pipeline, with an announcement that 
Quicksilva would be releasing a series with the Thompson Twins. For 
reasons unknown, this idea was quickly shelved and the message 
removed from the later Commodore version. 
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CHARLES CECIL 


Best known as the co-founder of Revolution Software, the architect of 
point-and-click adventures Lure of the Temptress, Beneath a Steel Sky 
havo mud atcmaqheliumr-kuis-Hcom’\ahanauhalems}ae).¢-14 is) /'.0)4em-\-)al=1-pubalenbiiuata(=ie(-sale| 

GO} ak- bal =ts @t-ron | orb has abicw-lohi(csqhabeanae m-(-10 aMke) a aUaerem@reyaqholehunalemi\sanenate| 
text adventures for the Sinclair ZX-81. 


PaWac-sar-Mabbaauelcqorolelmese)oyanalenhavemhaW Ws aor. Mm@dat-Nal-cMnc-baabl\iandtcrom-bale! 
returned to Britain when he was ten years old. After attending 
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Jeol at-b ae me mbna a=) anid aor ic-Kom alr Nalaranbalcomero)aqhelent-yacw- balou at-\emenal.<-1q-1el 
sah almcy=a1c<y ¢- las aXoyaal=maqhlosqolsmoy md al-muhaak-emsy ol-corhaler-linimenksr-Foss\-saalolunale medals 
Vy Groh OU e-vatomolelolucjauhalemabtcmahavehbate tse 


KOH a¥ VAC) IAs) (Mi (-5 CM ole) d aos aid at-Wms) ol-(ort- | Mas alephal-\-y abate ml ascolene-haaheq\-Mim(— 
s/\(cyq- Mme | o) oy ha cvaudat@me (ctu hal-lom Com ol-mdal-mablaeng-mer-hole-Vigl-moymdal-mer-vg 
qat-Waubbr-Vouubhahatembqlelbh-lug'sm- tale Ml goyaemat-\omqat-Ve)el-eMelbi@elyh mUhk-ta (ovale: 
fot- 1 d=1-) am 0} Cole nC =1-) (0) ah Miamr- ake Mevoyqahey-Vah'mer-h eM Mal-Melcelel(-yaqmuy-kmeat-lmdal— 
fot Vem h ale lbaa'm/ el wham Monng-Mcie-lc-e-hmdal-Lanenaql-m-lqle Mm sahatalemeroyaqhelenccya 
forchaatocwartecbowe ako Cola a ato) ¢-M-p.corhubate mm Melomx--lmoyaatal(-le (rom hale mic-1 ata ap lel.qi mace) 
atc \ic-m ol=\-yamenhiccyqlmdal-Mejejeleyaubhabintmcom-yqit-y mdal-Mecoyaqhelenc-ym@er-haqt=rs 
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That excitement was fuelled by Richard's TRS-80 computer and the 
stack of Scott Adam's text adventures that were available for the 

sq qk- Kod ahh aX=wm Ov at-bal=tom-h atom ,alod al-N com \(-) com (oynaX=1o ml ohimni=1iko)/ ma 1abke(=) ala @lahans 
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[Charles] We played the Scott Adams adventures and an early 
ihaqubleyuleyamer-haal-mer-ll(-ro Mm Ml el-luC-ai¢- wm tag) evi a- Mmm (-t-Naql-lomcomolcolene-haam ia! 
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abba at-saniiic-lo- baal epnalo)brcm-nalemaalei(-om com whbllmcom-\-10bhem-Mat-a)\miakel-1oler-haaX= 
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KO ay Valet Wau lon i'c-oe-hale- (or coyah'aaa Mey mdal-B colbbatel-) cMmbabiel-l (Mm lol qt-haemr-Val 
Bebb eal) Gl aha l-w WM aloyaqhvoyaem meloyamaa-yaql-sqalol-ian)dal-idal-1 an Neahig-lom- Tac 4 
1d qXowat-aqi- qt-\om@ ol-1-yamel alesy-vaMmolbimaqhtaat-haal-e-Lcromalaccle Mm @val-Va(-\waWahdavoyanis 
Cecil. 


PaWaulom-Nitcsandal-mhabiat-lusc-Namoymer-baal=\w a) (-1- K-10 Ov at- ba (-sm (o}nal-om a aulen 
laX=1goyhake mcomaat-b4.<-1mdal-morosaahel-bahim-balemel=sslepamaal-sh acevo) gelose- liom (ole lop 


Kear a(S CMe linia cli iameyLo mole \abalemmUndqlolbledamag-bal dhtmdal-Mat-baal- 
PVaulom ie Tmo d-jaatmavlelotiae 


In 1981 text adventures from UK software houses on home micros 
were virtually non-existent, aside from Colossal Caves on mainframe 
systems and the Scott Adams’ adventures if you were lucky enough 
to own a TRS-80. Pioneer John Jones-Steele and Abersoft released 
yaKo hal ecig-m MhaMdal-m coll (oy) ahate mi (<r. em-balemaUauromh)\dalomalelc-romedat-lavater-haqhy 








games had been successful in the US] followed suit with Adventure A 
Neg hacotam-Nalemerele(—om ohms mbna al-) ar-valom Mavo}aalvolae 


Adventure A, better known as Planet of Death was a mix of BASIC and 
sqat-Kolquhal-meolo (=m at-lom-M-ivoha\meat- lance) llon\(-10m-Mc1e¢-baleK-ro mm o)(-hic-) mosam-nam-lelyal 
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[Charles] I didn't know Abersoft. After Adventure A [Richard] invited 
me to write Adventure B which he would then code — and the rest is 
history. 


Cecil's Adventure B, or Inca Curse was a good old fashioned treasure 
jauohahem aque lol aWpamdal-mcr-Naq\smre-bhalt- lM Oro) (oy-t7- 1 Or-hi(-- en Vand amd alomer- beats 
lokoya ce) /iah ake M\oatc<) g-lmcioa@m op (-Lerctom- bale Me l=s-slepacel-r-hmaecolaqmdal-meoyalesnar-le 
Released in 1982 on the ZX-81 it used the framework that Turner had 
oC aVakst=10 Mn Ko) a ad (- Tala] mo) mw D{-y- Lda Pog o-Baebhate Mian) \ahdalt-Wct-hic-m cole hebal-m eagles as 
Voter: 1 ako) aksm- bale mele) (-eiecm come satc-mdal-m-lohic-sauaenc-mendt-he-) mel—jeldae 


[Charles] Richard had written an engine for his Adventure A, [so] I 
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{(ofer- Lu Korat: hale md al-vaMi'aco)c-Moleimdal-Meolelt-iahur-lmeroyaqleyiat-Luleyatmm hunts. bs 

Cale NGAtC-hi Me |Uh lel ako) an eledat-ae mom’ al-1amevolel-m he 


The games used a verb / noun parser system, so I also listed similar 
icy dolcm- halo mcynaquit-Vanqkolb balm Mal-meoycolol(-raqmiichmdarimaahi@-jel—lenale mck 

C= gale) (Me. have Mavic \c-TyaM ae qahb ola el-1at-) amslom a qhiayol-]libale mo) mel ali-y-]@-1 
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1d q\-yh aero) ale colb (om bE -mimr-Fw- ba mle lb ler-laleyal-lm colo] Mam allele ir manal-mobaiall 
cs} aN oust: Wa alo’ oy-Kol har) ol-li (clo maahtar-Loatc-yqhaenq-tMui-) qo- Bale M-) al-w qt. lo my-(-1 4) 
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Vo} biome fomolahvomer-bhal- a=) 0bir-huleyamie) aaa\-1acerb lobo a=s\-t-h col ambaM anime lect 
point-and-click adventures, it wasn't quite the case with Inca Curse. 


[Charles] I'm afraid [not]. When Richard invited me to write a text 
FYohi¢-yqhavha-yam Mat. (om LPE1m\c-1 Kel al-lo lc. Hlo(-ye-Mo)mdal-M mola Wd .a@-lalem at-\omel-\-14\ 
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[Charles] It was all new. It was an amazing medium. The ZX81 had 1K 
of memory — but its power and memory was the same as the 
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shape or form. With elements such as the treasure hunt, the 
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Adventure. 
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one was called Adventure A because it was the first. Then Adventure 
B because, well, it was the second. It became clearly pretty quickly 
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the tag-line Inca Curse. 
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assigned a value to each piece - and once the player passes a certain 
point, counted down their moves before they were killed. From this, 
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feedback from players and discovered that players were using 
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realise where the trigger point was, gather the most valuable treasure 








items, and escape. What I hadn't bargained on was that some people 
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into space. 


[Charles] Adventure B had sold well — the university summer holiday 
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[Charles] Of course a sci-fi movie had been released a few years 
earlier which absolutely blew away the audiences of 1977 — including 
a 15 year old me. [...] I would love to say that I was seeking a set of 
themes — but it would be a fib. 
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qo) (“Lu Aiomereyqahaak-balekceay Melomsy etl eke) mm Dlolo) sam ale)cey alolbr-] hime) cenice).<-re md atom has 
fo} md atom aaXslont-m-batem ole) thalert-alse 





MORTAL,ERST WEST. 
SEE : 
a OF Ltt IT , 
LIGHT , 
ATR BELHG 
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me 
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VN ovo)'/-) WAWs{ol aalov ahs} alo) ani colaa ti haler=) aluarscmcle)aaits-lqoMcm C7-( Gm q-mt- hold akeyacte! 
version of Charles Cecil's Ship of Doom. 


Kt ak Vat} t-fo) ol (-MolEhighale Molen ar-Voht(-valavic-MnolplloMe-\mai(-vaimaabijed-i-0 mii 
1d aX-Mexoyqaholbic-yaeblonammmenakel-vacie-Valomeat-Mrc-1deypalelehaMmdat-lmcy-\-yaql-vom c-huley ar] 
Cond al-vaqMmcrom mh atolible(-lomdal-w-Voyltnnimcombly-Mdal-Wi\coyd.qmab lel. am¢-Vale mies 
derivatives) — so if someone typed in ‘fuck’ in frustration, then it 
s/SColbl Kom bhato (<1 ¢-1r-nalom- haem d-s-j ole) alo m-levero} conbate liam Aaantc- Fw ole (-yal(ow-batom | (Gs 
judged. My only defence was that it was 1982, and I was 18. 


i Jabi@@r-Vac-idmeoymcseatel(-bhalOly-salabhauc-com- land al-Mmonhjunatol\iam.Gae-lc-1omaWalencoslom| 
sVCololKo im UN.<om Com aal-\-1eemn id aomerobl (om el-mcolonalom \sidabhamdal-mwaWalebaoslom a(cr-Kieha= 
| SXoXo}qaliar- hale mbant=s¢-(oit-romn\andaMonmblsyhalemdal-w-bkeya-saal-yaheleya-ie mma! (oyce ment 
s/Vc-Kop alae cae 1 bbb aslo mcomerolaahel(-icomdal-mer-baalsmm alo) ani \r-Fomd-l(aicnahencomdal=m eo) (ole 
fo)bhapaal=yq-1h\ar-Watd>) qu lelt-m ko) a @yal-Nadtctsmcom bal (-(eimyolaql-malebaalelebanhalcomdal= 

fo f-haqkcmmsbahtcsacssjuhale | \iamdal-mer-naqtcmc-1aebealqloMoyal-moymci-\1(-) ¢-lm c-haloleyaal 
responses: THAT WAS SATISFYING ... BUT GOT YOU NOWHERE, 
SHE SAYS: PERHAPS YOU SHOULD TAKE A COURSE IN ANDROID 
ANATOMY, SHE POINTS OUT THAT PERHAPS YOU WOULD BE 
MORE SUCCESSFUL USING A SCREWDRIVER and SHE MOANS 
VIOLENTLY AND BLOWS A FUSE. 


hea Ve bowr- 1 Me fofele Mabhabm olonumdal-maalelom-baaal-romudal-yaaki-1aic-w aioe oyivel abie)g.4s 

| oX=Yor-Lok{-moy md aX=mnalolubl-solamey im. Wat- baci a\-s@m- balou ale) atero) alc\-saljer-l@cyisaleyaniaaal 
o} md alom=y qel(saeAtcomeat-Lanyic- Fw hakouelol=romhamdal-Monleiekolal-atamsacelat-acemmbnaal=y4 
{Ko} (ol a¢-10 com er-haa\-sapaat-ler-VAba\-mw ow aaleld aly asat-lomerolaahelt-bhak-lomcomal=) aves 

1d at-humssqX-m ak-lo merle lesalasat-sancvoyammargcyhate ham» qel(-1ehi¢-1-Mi\sabiod au han a-1-jeleyalel-rel 
1VoMmn Gd at-hal=tom qsror-litsre mcombarelbrjuagimad-(el-m oleh gat. la \VL@n\ Mum Mal-Laniic-loMo).¢-hig 
until I got busted by The Sun. [...] I remember they ran the piece at 

1d al-m olelaceyaameyimer-lel-meanc-i-m hilandamdatom al-r-lolbbal-mm@xolaqholen-ya@er-baaK-mNT-1ais 
Zapped by The Sun’), which felt ironic really.” 


SW aX-Mo)bheg-let-m-scier-|(-1c-10 Com GaX-m sseuGniaMla-babr-Naal-squem-halomaUaulom-balel 
Adventure C was a target for moral entrepreneur Mary Whitehouse 
and her National Viewers and Listeners Association who “felt the 
jok=saaabistyarcchalctstoMopmd asm qalc(obr- Wa \e-lmat-hiabavem-hale-lohic-sas\-mn andublssaker-mey al 
young minds.” MP Graham Bright, whose Private Member's Bill 
became the Video Recordings Act (1984) was pressured to include 
wae (<roler-Naqk=scw- komm oy- aqosmne alom (-1eph-Jt- Loko} ama @y at-bal-\cmni shea d-1ek-smmce) (om LGAs 
me himtae(-romer-haq\-sswat- (om ol-(-yqamnaloliblol-vomhalmeat-lar-Ceimr-ladak-monaal-mm mobile 
have been an extremely unpopular person.” 


The final word of common sense was written by Paul Rose [aka Mr 
|syhnKoMm=\ouh toy moymmed alm K-1(-1~>.4 ted of- Fs\-lomiael-fomer-haa\-tswaat-ler-vAbal-mDilephati-iq 
sVdqKoWst- bk mth aA 0h Rola a\=9a-mn/\¢-Fo95 0) ao) ey- lol hi maleic ht meolme hisieroyi(-tahale mud ants 

fol daX=yandak-bameatahalemimoleiemsvom NN morales aX-]om ele hasc-(-1mdal-mo}alerm-sale)bl (oll el-m-ks 
much on the players and reviewers as the developer." 


At the very least Ship of Doom demonstrated Cecil's evolving skill 
and bravery as a storyteller, his willingness to inject elements of 

foxoy aat=1e ht @m=o.q ol loye-lkeyatmer-baal=yelt-higmdak-mnaleliblsslo)amoym =t-Fo1(-) au stele tcmr- balm hale 

fo febaakom-Nohiccsauhsy-sqal-yaude- bale ml qhicM-secoyaccmcomabhadal-)ar-(ohts-1qlaenc-mccrol ahale)roleays 
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lohtar-Lolohhalem-We-halololaalaleyateyele-his-le)t-mel al-n¢-Keit-sandat-har-le)el-t-hasromelonanalemdat= 
ferehaakee 


[Charles] Either that — or absolute proof that we were making it up as 
my aha lloy ale mm my oleliome(omoyadal-mt-lac-i@ 


Je hiswabar-lincs>qur-lohtc-y agen com kct-lol\iamak-mutcolelcom al-aic-sana-igen gamcomdal-mer-sandc} 
was Adventure D, better know as Espionage Island. It was James 
Bond-esque, having the player sent on a reconnaissance mission to 
fo) oks{=satcom- ham =y ass aah) micit- bale my aUlmelol-samme(omcome)t-babe-valomedal-melicolc-rol 

Wh gong Him heVolosambbaleK-saunha-macosaa me at-m-sal-saahiar-balemc-l.ahalemet-baat-\er-mm senda lee! 
1G aKel.q-3aM =} ale phak-pumaed ol-te ph ahsmcomelionaahaql=1mcoh)i¢-baolmeal-waudt-nahulom(=r-aiabalel 
the erstwhile spy to bail out safely [easier said, than done] make it 
ashore, avoid capture and discover the secrets of the island 
rhaksie-lit-heleyae 


[Charles] When I left University in 1985, I came to work for Artic, full 
1ubaatw- tate Ml aalelat-haom qalonig-lom-(orcel-t:mcomablam@ali-molbiae(-re)ahbalem aivedal-14) 

ro =X-3 Ke pal ol bLsyhq=\ct-Mm F-10-) a coM ol-Mer-| (10 Wauler-lo Mm @reyaqie)- Nall Mal.<- MOL MCelollom 
Nate M@lex-r-haMn-) com qalelelamaqloyc-moenyhal-wi-trct- Walaa dat: lq mek Meow Wale Mm (—1 

ab bato(-toW Wa qty qlor-bamevoyqaheor-hali-c Mul cowaCequhtatyloyam i) com -vaat-acenhale mma Mal-) 

fo follol=saM-ve- nec tmic-lle-nalemaabl\menic-) amie) mdal-Mol-lohgolosaqmerolonnale! 
companies. 


Artic continued with its alphabetical text adventures after Charles left 
the company. They were Adventure E: Golden Apple [written by 
Simon Wadsworth in 1984], Adventure F: Eye of Bain [written by 
Simon Wadsworth in 1984], Adventure G: Ground Zero [written by 
Colin Smith using The Quill in 1984], and Adventure H: Robin Hood 
[written by Nigel McGhee using The Quill and The Illustrator in 1985]. 


| oy ap hesmo)d al-yamaloyater- lhe) at-lel-saler-lm-lohic-salaundomand(-1y D)-7-lom-l md al-m Oro) ela ce) ts 
remains unreleased, and Curse of the Seven Faces and Kingdom of 
Sy of =) (0 (oy sat omi\c=3 a= ole le)bksJ also mar malex-saker-m\aidaue misaX=ssvolnmr-balem haqhel-yar-le 
SYovaaiic hace 


[Charles] The remaining adventures were published, but I had 
sqkoldabh ave mcomelomi'aidaMdal-yqam- hate ma-1qal-yqalel-)ani-yqtmeiad(-w-lelelbiaidal-1qaem bem mA A'(- 
(=) com ol=ihale Meontc-yattiat-lbqal—re Maem Me c-yqq-yaalel-y omhameoy-Vauleibit-Vemelt-\ahalem-Meehti-4 
gate buahm@e(-yaalomoym isa) elosx-y/e](- Wil hkty(oyam-Vale macr-latyhaveméat-\aa Uo i(-3a-B-o mele) 
eve old ab hake Ag MC-vaqqtMoym o)coleheKealoyaMis-lnb(-\-mmOlen a e-Vimer-Kyom-r- Vale laleyal 
for ha atom 'sal-1qMOt-\o}nil =} qe) 'salye)akoyal-vom-Valom-tJ.¢-l0 MUM Lom-ler-Neol melo am heloyl 
World Cup Soccer for their Mexico ‘86 — World Cup game. By 1987 we 
Joey i (<Yo vom dal-mial-sisit-le)](-w-baleMel(olc{-10 Melo)i'aqW.vau (ome M-{-1 mee m- Morey ah'(-) ey loyal 

| aXe) bES-¥mn og-V¢-Ye ova Maa colenc-Haahaqunale mmi'dailelaianioyd.<-1om io) UL merel(ome- hale 

sa Cel athe B Koleqbh-t-{-lo Royal Wau ler-\ep 


Oh atcbalomic how auhacrom ohm Olom ero] (obm-bavemdal-yamaalenic-comcom.Veiuhtalsloyam- Nit hia 

1 coyaaly at-Naleksbro}amel=a'c-](o)eyaqt=s ahem aVontc=) ahaend=sWa'\(<)d-6e) amdal-Mol-\el.@olbhaat-1a 
lo)bhalal-ma-igeheatcromcomdal-mat-baa-lont(-mel-tancom\ial-yaMal-mkoyeaalzro Ml y(-a1co)tbhuleyal 

SYovaalicchacmisheawa¥aulem-ie- 1h) \c-baam Kovanimlilt-baghal=) ams DI-aialemodia.<-1cm- bale ms \ (oybanal 
(Gr baaakelohtmbau ho}-] 0p 


(@XYoul Wl ol-ror-baakow acoarcolub kako) aMcm isk: bak-le phate mm Dyha-veicey em- bale Mi\c-Kom alr Mal avs 

banico) \iZcio ham \sahuhalem-balemel-sslepabbatemidal-mabaaakcmer-baal--e Maloy a\(-salmolamce 
(C= y1(=] Co) ok sie ahalemosmereyaahaal=scorl-ll\ia-levelt-whaak-iemeloyhaltar-bave Rrelbkel.< 
adventures including Lure of the Temptress, Beneath a Steel Sky and 
the award-wining Broken Sword series. 


(©) mh aXe) (=m ism OF) af-ba(=ssmeK=1o4kssloy am com-joy eo) oloyaur- malsreleduhalemhahe-)aal=i td ey-F\-10mso1" 
fo} im aXo) 0) oy}atsiem oy cole na baahaaX=s 4m \co)d.cnatemeoyal-bam-saleshalcmcomelt-himelce! 
FYohtccsqhuhacmer-baal-iwu bam Gasm-t-h da)ayA0l010)-m@vat-hal-rmat-bave(sromudalomerersbaahaah’Aiul 
team source code to Lure of the Temptress and Beneath a Steel Sky, 
losahate phate mda\-me(-sqhaom cy-\el.quhaitomdat-molble)nlomereyat-yerlolbl-sa-sicm-nalem-hauc-Keiuhale; 
eM ole-halomal-a\ar-1ekebk-sqlex-m ae K-mco)ke mW accme Kalo) ab anlor-mdat-iandak-me(-(enl:jlolam ce) 
support the ScummVM project "was, in retrospect, smart—many 
aabliekosatsmoymelt-hic-sasm\sakomcolelCom ale) moldal-vantaty-mat-hc-merolmcoel .aaloyiimdal= 
games have subsequently played them. Successes of Revolution's 
remastered series, and new endeavours with the Broken Sword series 
‘orc bam olom o}-baur-lintar-lasalelbhc-romcomdal-m ogo) (-\o1m- loko hK-salecm 


Charles Cecil, a true industry legend was awarded an MBE in 2011 for 
Toy atalexctom Com tace(sfomer-baabhalem-b ale mevolel(om ol-mer-t-]anname)al-Mo)m anime)’ isa} 
adventures, perhaps Inca Curse, as a priceless, high scoring bona fide 
syahakvau-Vehc-squdeha-mer-baqhhalemaq-r-Kien ace 








DESERT ISLAND DUNGEONS 


| =EsYor-§ ob ae Ml ahisMo)! isa) gil okey mm Drolo) aa var-\ohic-yahauha-mc-le(-valom O71 at.) 4-1-6 @x-(orlm-ley-halekoyats 
his ill-fated ship and swims ashore our desert island, able to save just five 
text adventures to pass the time. 


scott Adams's Adventure - maybe Adventureland 
Hitchhikers’ Guide to the Galaxy - Infocom 
Blood and Laurels - Emily Short 
yeu colbiateméatom ULoydlomtamslOmel-h/4mem Kale mer hie-bahdal 
Facade - Michael Mateas and Andrew Stern 
























MARK CANTRELL 


[SSRGCoy ql Ohi ad aX-moreyaqholeht-sauololem-bit=) au anism Di-lomelcelelel ahem alosaav-m- my ,4 

Sj olaroid qu haammaNonic-)qhauna-mesenabi \Ut-Nd.@@r-Vahuq-||@ieyce(-\om-ma-yelbic-lelejamioys 
mba] Grelt- bsscmr- LeAt@os ahah aotcw- bale ma qverolenabhulolam-lsme)a\-me)meal-maave sit 
rKerexos aay o)nkssalsrem-Nalembahaleic-1ea'é-m ava Nl fomoycolena-naahaal=sac-baolenalen 


It was Christmas 1984 when Mark Cantrell received an early 
surprise present, a ZX Spectrum 48K from his beloved father. It 
fo} ols al=romr-Wautoy alo mey men c-r-LOhisnatar-nalomer-naavomo)(-hyabatem(om-Moleyvm-r-le l=) ace 
bg eo) Kos c—maX-a/ a K-rel abakelroleata 


PENG Or Vahuc-]UM@xoyaqyelbic-) Mic ccvameec-y-llatmeyamaqhiare-\ok-Var-laidal-mubaq\en 
Bo eo Uh a -a'(—) ae Fs). -10 Koy at- WA. Gs) ol -(einabhaq Moy a-Vahimollal-ial.ahalemoyi 
eke} aah olenn =) qmr- nate m mat: \ic-m atom lol Mi iiat-lmeyceyaqieli-(emaahia@Dr-\omvome(-1mey als 
FP ee Mobi (-Yo Bhaicomdal-mevoraahoybic-yanaqt-\epcM- bale ol-leveyaal-@-hale-\ialemd-y-(o(-1mey i 
Os gt qie- bale @m Cobh aes) el-\oiuqbiaqmm Mumm Mat-salimda\-mi\salel(-mveydlemeymer-haat-ts 
fongcle)el-remaqten 


His favourites were Dragontorc, Atic Attack, Knightlore, Tir Na 

1 (oXo Fan =o} Co) ae- bale he) co k-me) miUiteh ate) alam ae) arsyoyaat-re) al-mmel-ai¢-1le)oyhalem-bal 
hahtoyq=ss1 ep haWes dcr-RORt(om\sahuhalem-bale mccoy qrac-]dubale mm \/Nl.comoynalel(-1Kolams 

ec Wahes bsp} co) Kotnole-ayauale m=} 0) Lom hel-Kol.¢-Le (stom \sidal- balmy qey-balsvarc-maehi(-1it-1| 
ibahaaleso-rem@r-Naheq-llmaqlo}a-maat-namdal-moldal-sacpur- bale ml al-miolebalemalcmci-3ahi— 
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1d al=m olen \(<) ao} my a/c 0 sop aal-¥.ahake mod at-hale(-\;mcom elev -wmenccsdat-helupatemudal= 
fopg-he) qb herm- bale mbaahe)coyiabae maal-mer-haqX-Mcm-(-110 a\-10 lore bale mbncr-loynhaimdanaelblesal 
a clever use of colours. 


aM aloc-m chm aleldahiale mhameor-Vaulerelt-Vandal-Lm@-joy-ha.¢-lomdalicmeyal-Rolsmm mdauhal qm ks 
seb oy co)ey- lolita ole) ga molehmeymaahtme(-yal-y¢-lm(onc-m coy mies (<1 qler-maleialoyq mam Mal—yal 
Yor tna Mmtcolpmevebl(omercole)-lelhia-r-himdat-uar-lolelpia@- lim qah'mer-laa\-\-Mim elolo).¢-mcolo mel 
bet. The catalyst [to change] was the arrival of PAW itself. I figured I 
voy bledguancomat-\ic-e-llmaqhimer-haql-sMoy amd al-m-r-Naq\-Melt-laioyaaqmmsyom ar-labic-ll\i am 

fo [Yeu [o(-To Kom -p.qer-valom-haXe Maem alo)el-1abl lh meamnaqhe}coniccmdal-Mer-haal-Miamdquicmal-y)'i 
version. 


| DY=5} ob AComd alow-Kokebhuleyat-lmel-bacseale mm k- Corl Uhel-tsMeyai-)¢-10 Ml Ohya 7201 foe sR- ba. 

Ei Coykel=romd al-Monic-tabl\-mopmavelonatcm-balomoya=yelessshuleyalcmhaM Clolek-e- late ace) [-1618 
Nova. He relied on the tried and trusted VERB NOUN approach, even 
id aKoyblesale-Kontccsqhgon d=toMc10 lol ale- Foi R- Le pal-iulomeles co)ltcM Mal-ma- hy sam-nalemoldat=sa 
peer titles, especially Infocom adventures looked to showcase 


POTITITITIIITTItiititiys 


(exo) qahelbker-ics1om- bake Myo) ol ahisiuler-he-remer-bacshalep 


I suppose the parsing system was more complex than it needed to be. 
Cote Koy mi Ey metlohama c-r- li him bt y-mimdat-ime qahblel aM eller NUL y-Bhme-KMel-\slepal-ve 
s/SendaWagtoycomenaquitcromor-Vec-ya-mhamaqhnate mm Amer-haal-mcomdal-miorc-Baalova-mi'aidamaahta 
later works as I became more familiar with that system. 


On the whole, I guess there was an element of showing off — look at 
what we can do! — whether that was The Pawn or me with Diablo! 

Sl 8 a Koid hat) ol-r-N ah ale mmvoyaal-Moy md alosy-Bir- halos ma alel ccm mobilise mi-icsrame 
necessary for the game. They were just nice to have. That said, PAW's 
more extensive parsing system did open up possibilities of a more 

fo bh q=roq meg =l(-aic- Valeo miko) ar- Mer. taqt-mm har-likeyi'(-lo mice) maqke)q-Balbl-baler-mlamdal- 
lqtzbatelbhale Moy me) oy (-(erc-w-alom-l-1nuh ale t-e- have md alm ¢balok:Mo)maqle) <-W oy ¢-leiuler\| 

Lug lel. <Bifolpmerojbl(omebl|moyam 


1s X=aQ/\(=1=9 alm fore ko bale Wi xd go) (-1e1 a \oh/c- URN. atcmeK=sy le palsm nico) Acre pm alo) mes alavar- ts 
he became a more experienced as a writer, but also in synergy with 
1d aX=m Carol ab ale)\oleaiam ih coyaal €rolel-m cow \\(e\'¢- com DII-le) (om hi \dahkelamecoyaal-cmt-he-7a| 

1d alos acme bow MonesiahaQeiahi(-medat-hale(-mham abicw-he)e)cey-lolamcom-lohi(-sahdehcomiaahenalep 
Walom-hau-lol-jolmbbalel-yacie-bakennale meym\dat-huaqt-lol-m-Melelelomc-yam-lohiccsaluenace 


LO) aXor-w Mat lo m-VaMcel-1- Mem ir-Vat-roMolamoy'miaaianalem-Mcolblelamicoyatduhal-mm mdahal a 
1d aK-yaMecie-hatcre mover elojolubalemaloyc-t-meoyamdal-Mer-haal-molt-ham-valemdat-mal.c-lhtg 

je) cole) (=yaqh-Mvon ol-m-xe)\t(-ro mya \koyahe file (-mdaqi-wm mi \colbllom-jr-Namcom:).¢-ivelqmelehur-! 
cob lela gat. okey ml Coler-iuloyal-wm-y—1uu hale tm ol (ola oloybalecme-havemeoycole)(-yaal mm aidamd ales 
Bcolblelamonc-Hammolbimcole(-idql-1 gm Mom-ic-VamComaia-haleomuc-hatielcmdalicmnalcomday— 
Kosa hola Koy md al-mer-hqal-mm at- by (erly! am mou d-)-1c-(o MUR eMoymeconaah gatos amare) aquagt-baleky 
fo) o) (-Yoid-w- havo maid qt: hte avol mm CMa al-Mer-haql-Me(-a'(-](ojel-lo bm Mom-\olom qaloya-M:j o\-(eutale 
fexoyqabaqt-Valolmuat-lannelelkemal-1-10 mom el-Mdahe-FJal-coMolsham Mi 'acolt-Molvla@- Mivei ai ola 
fo} im coy bela (oler-iuloyaMc-yatcw-halemer-haal-maql-ty-r-le(- Moy ae- tat mo)-lo mm Mal) 

J .¢=} Vol al=lo Ma qt-Hom’ Cole liom ol-mug-hatjtchc-lemonqicom-Mepalelel-vemColerhuloyamaat-yemgat-\o(= 
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rolbhmoym WJ al-1-1ecme ll el-remcole(-idql-yam Memon e-Hamolenmdal-Me)qolene-haahganhate: 

co) blatat-cMo} aM or-el-) @mcolom-lalemaat-raMmar(-t-l.qdal-aqm-lw morgolenc-Vaqhaqtqceméat—yaql 
into PAWS. I'm not sure how the process evolved after all these years. 
|e pO C=St-Hh hel of-lor-Vaql-Maaloyq-Wa-yalal-voMe- lM menc-\\maaloyc-micvaqhier-Vani'ahdaMmual- 
elements that were more or less common across all games. A lot of 
sqahtar-¥e)e)cey-Xela@at-\om ol-t-1qmdane-iql-o Molen aidaMe7,(Opm-Valomaahia-\-Vall-ya 

og oly ahaa tevahecm shia Mel-RO@l5 (MEO) oy alolelihiae- tm me folmaqveyc-mr-haahlervan aida 
PW ee Re bale mlb tvavhalemcom-y-(-m ql Lm imeobl(omelomelbim@el-\'eyalomdat. ha 
guess the evolution was more a refinement of the approach I took to 
rose pauhalem-bakemnagyel(-yqat-yauuhalemdal-mer-haal-tm 


AYs"Aak- Nae qat-l.¢-t-w- me (ololem-Loht(-1qhabha-Yau Mei bl-\\-m- Me lelelom-ico) aiiuhal-we-Mcy-yak\-Ke)i 

jolt Yox-w- Valo Mel at-he-\ei(-ygmr-1aaqvos:jo) al=1¢-Mme a -r-kojeyal-le](-meycolel(-yaql-wm- hale mate) 

ible (ol-1qmel—-ida bm Mm’ e-lmoycoley-lolhia-Malad(-mesbiliqrme)mdqhicmr-Lat-)m@eyal-maahiss-10m 
especially early on, but I hope I managed to avoid it in my later work. 
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It was my most technically demanding game, that's for sure, 
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creating the things. 
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anticipated. That's not to say it was all plain sailing, though. But I 
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Okay, there was an element of showing off too. 





Mark's graphical abilities were also much improved in Diablo! It was 
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adventures for review, did finally feature Diablo! in issue 43 of Your 
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There's no surprise it was awarded best mail-order adventure of the 
year by The Adventurer's Club in 1990 and that recognition led 
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Diablo! had won Best Mail Order Adventure - which was a pleasant 
surprise, even if I was a bit bewildered by it. John [Wilson] got in 
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Process One. It was an attempt to inject life back into the genre, and 
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myself. I never did anything with it, really. It was largely produced for 
myself, just for the sake of it. I sent a copy to John Wilson at Zenobi, 
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artefacts in their own right. 


PAWS PROCESSING 


Process One contains articles, tutorials and example code 
designed to help PAWS users implement advanced features in 
their own adventure games. Thanks to Mark and John Wilson, it 
is now available for download from Gareth Pitchford's website. 


http://www.8bitag.com/archive/process-one.html 
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a thin object which turns ou 

too be Enkophf’s ID card. 
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rest. Originality, difference, these all still exist, but it feels as if they 
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TREVOR LEVER 
G@ PETER JONES 


Trevor Lever and Peter Jones formed one of Britain's 


most creative adventuring partnerships, exploring the 


satirical worlds of social mobility, package holidays 
and organised crime in their trio of games. 


Trevor Lever and Peter Jones met by a quirk of fate in 1976 when 
Trevor began house sharing with an old school-friend of Peter's. 
During their many trips to various local public houses they hit it off 
immediately when they discovered many shared interests; music, 
humour, and books. 


[Trevor] In those days the focus was music: we both played guitar, 
and after a while we started writing songs together. This eventually 
led to us forming a band, doing gigs in London, forming a second 
band, and continuing to write even after that band broke up. The first 
band was The Dave and the second was called Things in Bags. The 
gimmick with The Dave was that we were all called Dave. Then we 
recruited a singer whose real name actually was Dave, so we had to 
come up with a new name for the band. 


Sadly the band never charted, but their compositions could 
occasionally be heard in the background of a radio advert for a music 
paper called Musicians Only. 


[Trevor] We're still awaiting the royalties! 


An interest in computers and adventures began when Trevor was at 
University studying for a PhD. He whiled away many hours playing 
Crowther and Wood's original Colossal Caves waiting for 
experiments to finish. 


[Trevor] I was intrigued with the possibilities, more than I was with 
the game. The idea of creating a whole new world and then giving 
others the possibility to inhabit and interact with it was something I 
hadn't come across before. It was like writing a book and then 
getting inside the reader's mind to see how they experienced the 
book. 


Peter and Trevor had access to Trevor's Sinclair Spectrum that he 
used as part of his University studies. Unfortunately their coding 
abilities didn't match their ambition for an adventure game. 


[Trevor ] It was some kind of Spectrum. Was the ZX the one with 
rubber keys? Anyway, that’s the one we used. We didn't do any 
coding — we didn't know how. 


[Peter] [We] had a few games, but mostly [Trevor] was using it to learn 


BASIC for work. 


[Trevor] I needed to do some quantitative analysis of output froma 
Gas Chromatograpnh. I wrote a program on the Spectrum to speed up 
the calculations that I was performing manually. Well, you did ask! 


With just a single Spectrum that was “stuck together with Sellotape, 
and only worked if you hit it really hard" it was difficult to program 
anything, let alone attempt to write a full game. 


[Trevor] Those rubber keys were a pain in the arse. Peter was (and 
still is) a journalist and was used to a real typewriter to get the job 
done and hated the keyboard. We [could] be a little impatient at times 
and that [would] be taken out on the keyboard. Also having to wait 
bloody ages for the thing to load from cassette could really kill the 
creative juices if we had an idea over a beer and then wanted to get it 
down and into [a] game. 
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It's now a familiar story, but the answer to their programming 
quandary came with the release of Gilsoft's The Quill in 1983. For the 
first time it gave the pair the tools to enable them to consider writing 
an adventure together. It was a genre that appealed for some many 
reasons over any other style of game. 


[Peter] The money, fame and women. Well, mainly the women. 


[Trevor] When The Quill came out, [I] showed it to Pete when he was 
over one evening. We started working on a game that night, probably 
the early stages of Hampstead. The Quill was designed to help people 
like us create simple text adventures with VERB NOUN commands, 
e.g. GET SPATULA or STRANGLE FARAGE. 


Hampstead was a game about social mobility, and climbing the 
social ladder. The player begin in a filthy council flat wearing only 
their underwear and had to rise from those humble beginnings to 
reach the pinnacle of social status. It started life as an idea for a board 


game. 


[Trevor] We had the idea for a social climbing ‘game’ as a satire of 
what was happening in society around us. The board game idea 
lasted about 10 minutes. [I] had noticed that home computers were 
becoming popular, beginning to challenge the traditional arcade 
games, and every kid seemed to have a Spectrum or an Acorn ora 
Commodore 64. Looking back, Hampstead would still work pretty 
well as a board game. Probably better, in fact. 


It was heavily influenced by the British concept of “class” — 
something that still affects society of today, but in the 1980s, under 
Margaret Thatcher the concept was more prevalent than ever. 


[Trevor] We were both living in shitty flats. One of the interesting 
things about London is the way really down-at-heel areas are often 
right next to the posh bits: you turn a corner and — bang! - 
completely different vibe. Peter's place was in a particularly grim area 





[Above] If you are still confused, then the game's 
accompanying booklet shows you in pictorial 
form the best route to achieving Hampstead. 
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of north-west London, but we couldn't help noticing that nearby 
Hampstead was a great deal nicer. In 1983, when we were starting to 
create this game, the Tory attack on the welfare state had barely 
begun, but we were already noticing that suddenly it was cool to bea 
money-grabbing bastard. 


[Peter] If we were writing it today the themes of Brexit and Trump 
would feature heavily. 


[Trevor] I think it would be Hampstead in reverse. You start with a 
reasonable society - not perfect - but progressing step by step. You 
then have the goal of reducing practically everyone's life to misery, 
poverty and isolationism - whilst ensuring that you don't get caught 
with your snout in the trough. 


Hampstead became a perfect medium for the partnership to flourish, 
and each brought their individual qualities to the writing. 


[Trevor] Peter is the real creative genius. During our writing sessions 
he would lie stretched out on a chaise-longue in his green silk 
dressing gown, smoking a pipe and dictating the jokes, which [I] 
would then tap into the computer as best [I] could whilst wiping 
away tears of laughter. At least, that’s how Peter remembers it. The 
reality may have been slightly different. 


Despite the influence of Colossal Caves, Hampstead with its social 
themes proved to be a welcome move away from the fantasy worlds 
of every other adventure of the time. 


[Trevor] We were in our late twenties — quite a bit older than the 
target market for games at the time. Running about after gnomes 
and elves in search of a magic key seemed a bit lame to us. We 
wanted something that was based on reality, not some fantasy world 
or far away planet. We liked the TV dramas of Mike Leigh, comedies 
about ordinary life. We did Hampstead for a laugh, to amuse 
ourselves, with absolutely no thought about selling it. That's why it 
works: we were not beholden to anyone's marketing strategy. 

We wanted the player to relate to the locations and problems and 
motivation behind the game. It became the sort of thing that when 
the teenagers had put down their joysticks and gone to bed, the 
parents would pick up their games console and load up Hampstead 
for a bit of fun. That did happen -— but the teenagers also seemed to 
get into it as well. 


Peter commented to the Independent newspaper that “it was the 
least commercial idea you could possibly come up with. But for some 
reason, all the publishers wanted it.” In the end, the duo decided to 
trust Melbourne House to release the game. 


[Trevor] We'd done a bit of research on the games companies, and it 
was clear at the time that Melbourne House were way ahead of the 
other publishers in terms of sophistication and quality. They'd 
brought out The Hobbit, and at the same time as Hampstead they 
launched Sherlock, which we thought was great. It sounds a bit 
pretentious now, but we were starting to get ideas about turning 
books into games. At one point Peter wrote to the publishers of 
Umberto Eco's The Name of the Rose, asking for the game rights, but 
they said no. The fools! 


Anyway, with Hampstead we approached a dozen games companies 
and got positive responses from just about all of them. We went to 
see several, and we had offers, but Melbourne House impressed us 
the most. 


It received tremendous reviews, Crash said it was the “most original 
adventure theme released this year” and Popular Computing Weekly 


[Left] Wish you were here in .... Terrormolinos 
receives the British saucy postcard treatment 
for it’s inlay and advertisement artwork. 
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After Five minutes of Furious joustick 
waagling, the electranic doer Rune and 
4Wings oben. 


“AFbEer SPICE WINK EhSt was &@ cinch," he 
Gins, returning the joaustick to its 
Custom-made Leather holster. 


[Hampstead] Hampstead is the social-ladder 
scaling adventure that announced the comedic 
pairing of Jones and Lever to the world. 


Written with The Quill, Melbourne House 
embraced the game, publishing it in one of their 
oversized boxes [alongside Sherlock and Castle 
of Terrors] and packaged a beautifully written 
and funny manual. 


It seems class isn'ta solely British trait either, as 
Hampstead received a full Spanish translation, 
Bienvenido a Hampstead, courtesy of Daniel 
Querol Bures. 


[Terrormolinos] Many classic British TV shows 
and films in the 70s tapped into the premise of a 
package holiday to a nightmare seaside resort. 
Lever and Jones created their own, and sent 
players on a terrifying excursion to 
Terrormolinos. 


Gilsoft extended The Quill with The Illustrator 
and Terrormolinos used it to introduce 
Saucivision - where the player takes 
photographs in the form of saucy seaside 
postcards to complete the game. 


Alongside the BBC Micro, Spectrum and 
Commodore versions, Amstrad owners were 
also given passports and could join the Kwikhol 
Tours party. 


[Dodgy Geezers] In Dodgy Geezers you startina 
prison cell, having paid your dues, and done 
porridge for your part in the Long Ditton 
Spaghetti Caper. 


It seems that your stretch hasn't rehabilitated 
you from a life of crime, and the temptation ofa 
life exiled to the resort of Terrormolinos in 
luxury is too much to resist. In Geezers you're 
tasked with assembling your band of unsavoury 
criminals and doing one last job. 


Running on a modified version of The Quill, 
Geezers features some decent location graphics, 
cracking prose and neat puzzles. Split over two 
parts, the additional memory lets Lever and 
Jones’ writing blossom, thus it's probably the 
best adventure from the duo. 


commented that “Hampstead is funny and the humour genuine.’ Ina 
wonderful example of irony, it achieved it’s own Hampstead when it 
was awarded “game of the year” from The Listener magazine — an 
exceptionally distinguished, niche and upmarket magazine created 
by the BBC in 1929. 


[Trevor] We were amazed at the reception the game received. We got 
more press than Sherlock did, and that one got loads. We were a little 
worried that as we had developed the game using The Quill we would 
be looked down upon by the press and games players and it would be 
treated as ‘nota real game’. But there was very little of that kind of 
snobbery. 


Games that were created using Gilsoft's tool were left with indelible 
features that revealed their DNA. Some titles quickly received an 
unwelcome moniker. Reviewers would quickly comment if a game 
was “Quill‘d" or not leading many to unfairly assume the utility 
limited the quality of the game. 


[Trevor] Yes, The Quill was restrictive, and we wanted to do things 
that it wouldn't support. However, having restrictions can help the 
creative process. Sometimes having a blank sheet of paper and 
endless possibilities means you never start. Knowing the constraints, 
you have to work within can be helpful. 


Hampstead sold 70,000 units, an exceptional number for an original 
British adventure that retailed at £9.95. Sales were boosted by the 
release of The Quill onto other platforms and Melbourne House took 
care of the ports to other machines. After buying a Commodore 64 
[“so we could use a decent keyboard” - Trevor] and alongside the 
exalted appearance and accolade from The Listener, it seemed 
Hampstead truly was in reach of Jones and Lever. 


[Peter] Trevor bought a new sofa. We then wrote a tune called New 
Sofa. Between us we only made enough to achieve Lewisham. 


Sales of such magnitude would have usually resulted in a sequel, as 
Melbourne House had insisted with The Hobbit, but it was something 
that didn't interest Peter and Trevor. 


[Trevor] We never discussed a sequel. This was in the days before 
every successful entertainment product must inevitably spawn a 
load of sequels and prequels. 


In 2014 they both worked with John McManus to bring the game to 
Apple devices. It managed to propel the authors and the game back 
into the media spotlight, though Hampstead proved a difficult 
proposition for 2ist century mobile audience. Despite it's 
cumbersome interface, several players appreciated the update and 
that the game was free of charge. “Only been playing a day and guess 
what? It's just as addictive and utterly infuriating as it always was. [...] 
Now I just need to find my new romantic clothes and buy a ton of 
makeup and hairspray.” commented one. 


[Trevor] That was all John's work. He approached us and asked for 
permission to do the conversion, which we happily agreed to. We've 
no idea how many have downloaded and played it - John might be 
able to answer that one. 


[Peter] Expectations have moved on a lot since those early games and 
text adventures on modern devices have not proved to be very 
popular. We are now in an age where attention spans have become 
shorter and instant gratification a pre-requisite. Neither of these can 
be easily satisfied with a text-only experience. 


Their next game, Terrormolinos, released in 1985 held another mirror 
to British society and class stereotypes. As a prototype for today’s 
Television series Benidorm, Terrormolinos took inspiration from 
films such as Carry on Abroad as the player was sent on a nightmare 
package holiday to their own Els Bells, the splendidly named The 
Excrucio hotel. 


Peter told Popular Computing Weekly that “suitably enough, the idea 
came to us while we were walking on Hampstead Heath - a game 
about going on holiday". They based the puzzles and game play ona 
prophetic sales conference trip Trevor took to Lloret De Mar, anda 


particularly torturous holiday in Greece. 


[Trevor] Yes, all of the above. The idea developed from a new 
capability within The Quill to show images [The Illustrator add-on]. 
These were to illustrate the locations, but we had the idea of using 
them to show photographs that the user took as they went through 
the game. We then made it part of completing the game to take ten 
photographs at the correct time, usually to illustrate a gag of some 
sort. 


[Peter] A number of different ideas came together in the creation of 
the game. Yes, going to the real Spanish seaside resort of 
Torremolinos was a staple of popular culture. But we were also 
looking at the whole idea of the British seaside holiday, and in 
particular the saucy postcards of Donald McGill. And yes, the Carry 
On films. By now games were starting to include graphics, and it was 
hilarious how slowly these crude block colours would take to load on 
the screen. It looked similar to the way a Polaroid photo would 
develop. And that gave us the idea for the object of the game, which 
was to take 10 photographs in certain Key situations. 


It was even more left-field than Hampstead, and Melbourne House 
didn't quite understand what Lever and Jones were offering them. 
“Melbourne House trusted us and wanted to follow it up”, Peter 
recalled to Popular Computing Weekly. “With Terrormolinos they 
weren't so sure [and] with the company being run from Australia the 
decision was taken in Melbourne. [...] I don't think they could quite 
reconcile the scenario of Terrormolinos with Bondi Beach." 


[Trevor] [...] They were certainly pleased that we'd thought of a way to 
include graphics. Most publishers would have found our work a little 
‘left-field’ as we were trying to do something completely different. 
But if you think about all those popular culture references in 
Terrormolinos, it was actually very mainstream. By the way, the title 
was Fred Milgrom’s idea. It was originally called Holiday in the Sun, 
after the Sex Pistols song. 


[Peter] Our contract gave Melbourne House first refusal on anything 
else we created. We didn't formally pitch the idea to them — we just 
went ahead and did it. Perhaps we thought that if Melbourne House 
don't like this then one of the other publishers might. 


Playing as Dad, the Key to a successful and enjoyable holiday was to 
look after your family [wife Beryl and kids Doreen and Ken] and take 
souvenir photographs of your time abroad. It wasn't quite that easy, 
as photographs had to be taken in certain situations and at certain 
times in order to prove that you had survived your ordeal. 


It was called Saucivision and relied on a little bit of trial and error 
from the player [they could afford 2 “dud” photos"], along witha 
game mechanic of having to be in the right place at the right time. It 
encouraged multiple plays of the game to learn where the photos 
should be taken. 


[Trevor] Saucivison was us developing the Donald McGill theme. The 
characters in these postcards — in our minds — were the family that 
we put into the game. We'd had some feedback on Hampstead being 
“too easy” to complete. But we didn't want this to be a difficult game: 
if the player gave up, they wouldn't see all of the gags through to the 
end. I think that the right or wrong aspect of Saucivision may have 
been a reaction to that. And anyway, you can always save the game 
before you TAKE PHOTO. 


It did also suffer from several scenarios where instant-death, or 
instant game-over would occur - sunstroke, attempting to go on 
holiday and forgetting the passport are just two. It’s a feature of early 
adventures that perhaps would change if written today, or be better 
signposted. 


[Peter] We wouldn't use the word ‘suffer’. No one was hurt (that we 
are aware of) during the making of this game. 


No trip to the seaside would be complete without a stick of rock anda 
“wish you were here” postcard, and Terrormolinos featured cover and 
in-game artwork reminiscent of the saucy and innuendo-laden 
images that successive generations of holidaymakers enjoyed. 
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GUV NOR, LETS AVE 
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THE OLD JOANNA 
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performed by Trevor and Peter [with extraneous noises by 
Murray Anderson, Colin Flint and Sally Cowlishaw]. 
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together now ..... 
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Tricks has lost his licence because he drives like a bit of a yob 
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Dodgy Geezers, they're only nice lads at heart 
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Well now I look at Mr Video and Spice Wick is his favourite game 
AVAVh aX zy qar- Kou Inytccy ovo | (om kowe- Ws ol-1aah ale me qak- habe al-Momerolme|bnhtom-War-baal= 
Little Ken is a gentleman, and he's very fond of cats 
CF bay mind a-mo)(o).¢mmb im Colom ic bala come (-imtcolebaah@iey ar le 


Kelakeyabtsy| 


Dodgy Geezers, they're only nice lads at heart 
| DYoto Ko nym @l-\-yA=54syund aX=aian Ud.domr- my oyhalar-balom-mer-baal-moymet-baes 


AV"Loya.ahale mba. Wr-leiceya'ame) aun \sar-lar- Wolo) ahalem[e)e) 
1s) U heya Mr- Ws o} co) ol-salehud(-mer-)el-sanycolome(-imaqvo}aomdal-halr- meee he)(-meymorele 
Som c= 1,¢om- ma homaceyaaMicolehas\/hbhaam-bavemD/-lobm-balomudat-lucm\sar-lapasr-liatg 
counts 
Don't take a Dodgy Geezer's cheque cos it’s sure to bounce 


Kel aXoyab ts) 
Dodgy Geezers, they're only nice lads at heart 
| DYoto Ko py @l-\-yA=54syand aX=aian vs.c om oybalar-balom-mer-baal-moymet-bacs 


Ciidabhal.alisaame(oynalematoyaa\-vm Mic-m at-lom-sakolblefameymdani:mer-}o\-39) 


TIME GENTLEMEN PLEASE! 


If you haven't got the original cassette, or a cassette player then 
several sites have created an MP3 version of the track that can be 
(Kopi Vaal Cor-Vom- hale m=) ahronic-re mopauaqkelel-saam-elohleom—ejebhoyaal—salem bate 


https://spectrumcomputing.co.uk 


http://www.worldofspectrum.org 
1ahay ok p Ke olen qbl(cy mag 
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DY=Xsj oyhomdaK-moisluabhg-l mer. ommeal-waUbliee-lnr-balm elole)bhJal-sar-saalehe-ler-o md anes 
joy Fu loya mo) sseuakiamee-lobheloyae 


csi oyd AY (Mo htom golblelau-vani'coyd.qioymdal-mer-haal-B- bale mdal-moylormdal-la@-ha-) 

eV cada cob lesatoybhandal-mer-baal—mm (Ma al-lo mcomel-l\-mdal-mel—cskenam-valomiaidt-meyal 
Donald McGill's [renowned British postcard artist] work. We briefed 
Melboume House as to what we were trying to achieve, and their 
Flaukjmoh(olaMmmelom.mer-Vomcolom-(oqabr- linia Umdal-mulaal-M in (-llelopbhgal-m a loleky-Bur bs 
based in Hampton Wick, which was very close to us, so it wasn't 
fohbamfeab limi comqal-\-1gbiom-laloma-aal-\i'mdalbatetcn 


huesie qb Kel. a- med alosaein)\ahdaler-baa\-sacm- bale Mos ahuletcw-lbn.¢ om asler-saranalem ol-3dar-hessmdal= 
1bihwhaat-iuom-lererelt-lel-moy amd al=ms) ol-\o1d ab haa Mem Mexoh'c¢-10-\o Oy ¢-1<J ales) aal-lsJ alice) aa! 
Derek Brewster in December of 1985. “Terrormolinos is a superb 
adventure which will appeal to a very broad audience” he said, “a 
jqbketqm ako) ecek-hiauageyaau4-ho)osnatemuhad(cmepaci-sam-10(-sqlMaw We (elolomc-it-Lekolarjanhe 
with adventure journalists wasn't deemed essential, but good reviews 
were. 


[Peter] We never saw ourselves as part of the ‘adventure community’. 
That's not being snooty, by the way. We just didn't know them. Most 
foyimdatoraamncraiar-lkoyalemitaidaidal-mer- etm Matyi mb balel—yejvolelemdal-ya-Mit- Lem olmei 
| aKoKo)Kole nt mefoyhale moyabm- hale MAM c-Te- LAN hT mab baMeaat-y-1analemenom aidamdal-iaae 
Especially when they were paying for the drinks. 


[Trevor] We felt that Terrormolinos was all round a better game. 
Hampstead we kind of wrote as we went along. It wasn't until we 
crc ali Comdabhgel-Mormdal-mi ic himdaigoiplodamdal-mer-Haalomuat-lMuucw-leng-t-reMoyaMsiat-it 
1daKom=iqlebhate mi 'c-\Mm hd al Kye co) ascloltisrocm (<M at-\omdat-mat-hac-huhioe-lcemeyq-luats 
1qqhe Kol ani ‘cord .¢-lo Melb ime) aM eol-\e\-1 a ol-1kesa-ic-M elololi-ve meno mdal-m@xeyaqhaaleleloyg-Mol m 
Getting positive reviews we saw as affirmation that we were going in 
1dqK-makesaimethq-veialoyam 


Aside from the saucy contents, it courted controversy of a different 
jatchGon comm Vand alr. Mexojoyiaatel ahaphabwanale(-yaq\-salmecoyauc-siqpicoyaal nad (-msYovneKs 
Tovaaic-b dome Maloytmedt-beaalzomedal-mablesaleaat-nq-mave)blot-hvamdal-yaqiomiiccKome-l.ccsqmeaoy ag) 
their adventure title, Benidorm, released a year earlier [though no 
physical version has ever surfaced online]. Commodore User 
sqatc\er-VAnalombaMel-bauer-N evan hclslom q-jeleyaccromudat-hundalcm-lic-) cor-1eloyal’it-lwat-balel(-r0l 
Waqbker- le) Mm enya is K-1lololongal-meloleli-mbamblesaimeymdal-mbheler-lalesamacoyaamnhadt= 
Softie’s Ray Kearney. 


[Peter] You've sort of answered your own question. We'd never heard 
roy ai-yatleCoyasamunaialmdat-yqMmolenislolbi-iaiam all gl mer hamesbr-le-Nalt-(-Molenm@er-haql-mns 
funnier. 


hunt ¢- Your: er-koiomo) montcciat-Hejeynhalemlol=t-lsmc-hd als) andat-hamelt-lept-velsaqmmyiandal 

Wiz ago) agate} thgtey-m-hale ml ={-)al(olo)aaame-l.cnatemr-h mebhai-iahalem-}0)e)cey- lol aloe 
Besides, if the legal case did succeed it could have set a precedent for 
the plethora of games that all featured Hobbits, Dwarves, Treasure, 
(OF Tid -13 @) corswr- bale ms Dp g-le (ey alse 


| dai tcy are bale mm ndoatcoy aceunat-lmer-baat-monlomaal-r-Nalel-sar-l(oyatem-Mi'i-1lmacelerel-sal 
theme. Dodgy Geezers, released in 1986 was a classic gangster yarn, 
in the mould of a Michael Caine or Bob Hoskins film. It was their 
[ENde(oscjar-Lohi(csqhuhgom come l-iu-mmar-hianave Mmcomol-m:jo]tiassancema’!(emel at-Nelt-sa:p 
JsabhaqQolebaniic-komear-Landalomer-Naal-mar-(om ol-\-samehamel-aiccllojelaqk-sqlan ke) @e)i(-) ar- atict- ha 
Wako mat-lemealcmueya.ahalemond(-merm sii liahy 


Seay A Com hd ake Netcw Kol anu gb l-)pe-lidgKolblelaldat-Vkcw-Mel-iac-)muld(-mdat-haM Dlole long 
CT 4—) eae a lol aac Lena gi olesy-roMoyambimoyimdal-onkiuelejbivey mmi'(-meoyalenhat-lintg 
s/VeWahclo Mm CoMer-1|@ ha K1(-Mo) mw Drole Km Mal-Mer-haa\-Wiie- leh at) evn ¢-vo Ml oytau holo) OMT AoL OK) 
JqX=yR quale qatcpuny'aid al. Mot. tlqmeyam Mal-msy/\(-\-val-y' amis an lod ainntc. tw Meloy eb lt ham MY Mere)e) 
show at the time. 


Sake i ahd WaWsdqtor c-t-Ne Loyameoymd al-m Dlolele gy, 
Geezers artwork. 
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HANDHELD 
HAMPSTEAD 


Hampstead was released in 2014 on the Appstore by John 
McManus and his AppyAppster company. 


1M Kod URW ah bE-MeK atc (eo) ol-re Ml abhsMe)’ sal o) co) oval-it-bavar-salenbaX-monsshave mc\—repaat—) ales 
of source code taken from John Elliott’s Quill disassembly 
program UnQuill. 


| DY=5} ob AC omdalomoloyammak- hishalem-Meba-r-lobablinymelionaat:\\mnaht-iak-(e-mb LMM Bdo\oF 
Wake Mm hdak-bal.cmcomOsal@ iret l A mesmoxoyagye)(-1¢-1h) mr vid ahablmcomdal-moyalepbar-l| 
Yo hiccyahqenacmmcyomi!(oladau- Mle) ei-ia i (elo) .@ 


https://appyappster.com/ 


[Trevor] We're starting to realise we had a similar relationship with 
the truth in those days as Donald Trump has now. Maybe we should 
sue him for stealing our idea. 


[Peter] Hampstead took 4 months, Terrormolinos 6 months and 
Dodgy Geezers close to a year. [We were still working full time] - we 
had bills to pay! We also had the band and were writing songs and 
doing gigs as well. 


For the first time full location graphics appeared, created by 
Melbourne House from rough sketches of visuals from both Peter 
and Trevor. The Geezers in question were a colourful identify parade 
of characters including Bullet Proof George, Mr Video and Soapy, 
perhaps in part resembling characters that the pair encountered. To 
underline it's London genes, a good smattering of cockney-rhyming 
slang was introduced for good measure. 


[Trevor] The only real-life villain we knew was Peter's landlady's 
boyfriend, Gough. He sold Peter his first car, a Mini Clubman that 
he'd spray-painted white to cover up the rust. 


[Peter] You'd never Adam-and-Eve it. We both grew up in and around 
London, and we both knew our slang. Or, if we didn't, we would 
make it up. 


On the reverse side of each cassette Melbourne House included a 
Dodgy Geezers theme song written by Peter and Trevor, harking 
back to their days in various bands together. It's a brilliant and 
unique “feelie” for an adventure game, performed with the help of 
several of the duo's friends. 


[Trevor] It was a Chas’n'Dave type song we used to play with The 
Dave, called Surrey Geezer. We just changed the words to include 
references to the game. 


Though the lyrics were a bit of fun, they gave an insight into the 
game's personalities and in a very small way helped to complete the 
game. 


[Peter] We've spent the last 30 years trying to forget [the lyrics]. We do 
remember going into the studio to record the song, with Trevor's ex- 
wife on backing vocals. Although she was not the ex-wife at the time, 
but is now. 


[Trevor] The song got played once on the radio as an intro to an 
interview we did. No royalties have ever been paid to anyone — and I 
have a legal divorce document stating that to prove it. Maybe Pete 
and I paid for [the recording session]? I forget now — although we did 
use the Madness piano player in that session! 


It was a great piece of PR from Melbourne House, and ensured that 


the game received plenty of press. Magazines also featured a lot of 
moody photographs of the authors looking like the archetypal dodgy 
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geezers from the game's title. 


[Peter] We always liked poncing about in silly costumes. Trevor still 
does. Except nowadays they're his normal clothes. 


All three games are wonderfully British - from their locations, theme 
and characters, through to their glorious comedic writing. 


[Trevor] We share a very similar sense of humour and comedy 
heroes. People like Peter Cooke & Dudley Moore, Steve Martin, the 
cartoon world of B. Kliban. We weren't interested in doing anything 
serious and we didn't actually play any other computer adventure 
games ourselves. 


Geezers is a fine swansonag, for a pair blessed with such a diverse 
range of creative talents. With the purchase of Melbourne House by 
Mastertronic their outlet seemed to be stifled as the new owners 
didn't have the same appetite for adventures as their previous hosts. 


[Peter] [...] Between us writing Terrormolinos and writing Dodgy 
Geezers, Fred Milgrom sold Melbourne House to a tacky budget outfit 
called Mastertronic. Unlike Melbourne House, they didn't have a clue 
what we were trying to do. 


[Trevor] [Also] the rise in the quality of graphics meant we couldn't 
keep up. Text-only adventures were becoming obsolete, and the 
trend was towards more visual games with an instant appeal. We had 
ideas, but not the means to implement them. 


Terrormolinos remains the pair's best game, in Trevor's words, it was 
the most clearly and effectively conceived idea. All three games are 
testament to a pair of writers unafraid to take on challenging and 
different narratives, and typically British themes - no stone left 
unturned because it may prove to be too taboo or not suitable for 
publication. 


[Trevor] If you mean in the sense of nudity or swearing, no — because 
we never had any in the first place. We only had to leave things out 
because of the memory limitations of the computer. It would have 
been great to describe locations over a couple of paragraphs, rather 
than a couple of sentences. 


[Peter] With more memory comes more gags, prose and locations. It's 
an age-old truth. Oh, and maybe more women? [...] It's great that 
[people] still enjoy playing them — we haven't in years. The old 
Commodore 64 is up in the attic gathering dust. I'm not aware that 
the Englishness confused people — I think it added to the sense of 
location and atmosphere of the game. 


After leaving the industry, Peter and Trevor channeled their 
creativity into other endeavours, such as music and writing. 


[Trevor] Peter has written a few books since we did the computer 
games, and we have written a lot of music together recently. So in 
one respect the creativity hasn't stopped. 


There hasn't been a return to computer games, despite a hint at some 
unfinished projects, and magazine interviews suggesting that the 
pair would have liked to attempt an adaption of a John Le Carre 
novel. Could there possibly be a return of Little Ken? 


[Trevor] After 30 years of not thinking about games, we've recently 
had a brilliant idea for a new one — but we would need a technical 
team to put it together. So, if any game houses are reading this — get 
in touch! We were once approached to do a PD James book 
conversion, but neither of us can remember what happened to that. 


[Peter] No Little Ken died on a safari expedition to Kenya. A tragic 
accident and no camera in the vicinity to record those fateful events. 
The new idea is set in the present time and spans several European 
locations. It's — hopefully — tapping into a bit of a trend at the 
moment. Oh, and you start off dead. 








SHEFFIELD 
SIGNPOSTS 


Sheffield is still regarded as the Steel City, renowned 
Ko} ap necw aX=y ghe-Le(-m-bale me q-s0 hehe lolamnali(-1-1m ecole hb leiareyae 
PaWaX=) and al omesh Gt a-w oles] Gale. h ap aar-baloer-(e1abnanate mek-reluhalcmmeal= 
STORM Vanealcrsticromr- Namen alenbaciuar-l@qoatco)iehalolamesmnankeyaqat-lulolay 
have mccr-Lonhate md alomi\\c-h)anke) alo) @hGhJalmialol-leler-baaXsscWa)\ic) a> 

PU lke r-he-Moxevanlie- ha-mm Osassaqlanameye-ho)qhletse-balom-m avos-1meyi 
Jox={ohqolosaamerolel-sacm-saal=saenhalemacosaamal=) ani\coyaalomm i k-ha.< 

VU (oh ated alan bled qv aloha lel a@-bakoms .aledat-ncomel<-ai¢-yqlcoyamuiiciacm dale 
first, writing text adventures from a leafy Sheffield 
ible) bade 


There were no computers at all in school when Mark Aldrich entered 
abiswuba:\uni(<r- 0 @r-lme Lo) cek-haldatoya ol-mcy-1ee) alor-batasyeralole) mh al hose Ohamdal-meish-yo 
fo} md aX-meoce) gah ele its) ar-lel-m-ha me antsy 4-110 -10m Ucr- Lol a=) aah ae) ol-s aler-3 aml Co) ees {=1em Ko) 

fo) o)e-bhalmd al=myor aKolo) Asm ab a:jap qqt- lol abbaX=scmn \\ehdalmdalsmol(-tctshalemoymaat=Mnl-t-(o! 
Master he started the first computer club, and it became so popular 
sYand all GKe lcm ak- Lal elolo).ahale tomat- (omen ol-me-l.c-samhalAemaauhalent-m-] (elem com bliomdal= 
devices. 


si al-molib low \c- tsmcomr-haivoimnd almUhi{-t:Moy maak: bah) mrcolenatef-1U-) e-m- land al-m-(or alolo) F 
haXelUoKeuhate Mm \Uk-b a.m oho) dat-yam\ bled alole-Kom- bale a ak-saQelsM sole at-NcomelC-ai@-sakcieyal 
Wale xd abl DIU esKoler-meam- lim \salomuatcqco Mellol\-mcom-r-lolameldal-sauhamealcmsyaX-sunl-)(o 
suburb of Bradway. 


SS Cod ako Uh ats) of -1 a Kor-) al A BF- 0) 0) €0)-Vol allo md a- Wa (-y-Yo ms UE-L1\-) a-ha Orolo) a 
Wale mr-K:}.q-lo Mn amd al) q-W ir Kw- Wah! My oy-Ler-M cole) aqt-m.-14-M al-mecolbllom qleleky-maal-) 
feXoy aay OLONK =) cea Mav owl a (-)-(om(VecKomnantcyc-cicclomme-halom- lites (rom ahhaamoyamdat= 

exo ato bhukoramdat-lmbm-lahim@olbhoy | MJako\('(-romiaht-yq-11mdat-yiaom el-e-ll(o\)i(-re Mm Comeny= 
idatoyqq 


[Mark] [The computer club] was a small room, full of NASCOMS, the 
royale nhat-1m Kol @olt-Vel @-balemavit-waqt- lod auhql-Mere) qh al-vel-romcom-Mcy-limrie-lalenbatey 
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ADVENTURES WITH 
BITE! 


Industry legends Anthony Crowther and Ben Daglish started 
writing BASIC text adventures and educational software for the 
BBC Micro when they were both at school. They called 
themselves Aztec Software and used to play some of the early 
Acornsoft games available for the machine, cloning one of them 
for the Commodore VIC-20 computer. They began to understand 
the logic and coding requirements for a BASIC adventure 
interpretor and started to adapt the framework for their own 
games. 


Tony wrote Aztec Tomb Adventure [initially on a Commodore 
PET at Superior Systems where he worked part time] and was a 
straight text-only affair that was later updated for a commercial 
release with PETSCII graphics. Tomb was released by Alligata 
Software in 1983 along with Here Comes The Sun, and a follow- 
up called Aztec Tomb Revisited in 1984. 


TV, no sound and extremely basic. In later years we got an Apple II, 
which was amazing because it had a floppy disk. It was the first time 
you tured off a computer and it remembered what you'd done. That 
was the bees knees. 


During school hours the computer club was strictly devoted to 
blossoming Computer Studies and other related subjects that the 
school offered. After hours it was a different matter, and open to 
experimentation where to their delight, many of the pupils found 
that the mainframe machines housed games. 


[Mark] [..] There was a teleprinter connected to a University. I 
remember Mugwumps [an early mainframe game where the player is 
tasked with finding four "Mugwumps"' that are randomly hidden ona 
10x10 grid] was on there, you could type GO NORTH AND GO SOUTH 
— it'd go down the line and you get back a [response]. It was a basic 
adventure. It may have had the original Colossal Adventure too, 
which I remember very fondly. In the after-school club you got the 
NASCOM versions of Space Invaders appearing. All of the space bars 
were at an angle because all of the kids were hammering the space 
bar to fire. 


To fund the computer obsession the Aldrich brothers pursued a raft 
of entrepreneurial schemes to earn money. Taking orders for picked 
strawberries, mowing gardens, buying sweets form a warehouse and 
selling them door-to-door, and car washing were amongst the many 
wheezes dreamed up to earn an honest bob. With their money it was 
a trip down to Abbeydale Road in Sheffield and to a shop called 
Datron Micro Centre. They bought and upgraded their first Sinclair 
machines from the specialist. 


[Nick] [Mark] bought a ZX80 and then a ZX81 when you had to make 
them in kit form. [...] It had a shit keyboard because it was one where 
you put in the membrane yourself. Then we bought an original grey 
keyed Speccy where the paint came off from the keyboards - when 
they started them at 16K. When Mark upgraded I used to get them for 
Christmas. 


With the Sinclair machine at home, Mark was soon bitten by the 
programming bug, and took inspiration from older pupils studying 
formal computing subjects at school. They were pushing the 
boundaries of the machines housed in the computer club, and even 
writing in exotic languages other than BASIC. But for Mark, it was a 
Start. 


[Mark] I never got past BASIC. I wasn't taught how to program, it was 
all about learning from other people. 


[Nick] I think what was interesting about [that] time was that 
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[everything was written in] BASIC. [...] People were only just starting 
[to] develop in Machine Code, [and the fact] that you sold games in 
BASIC was quite incredible. 


[Mark] Everything was BASIC. There was one or two of the guys who 
were doing proper Computer Studies doing things like PASCAL and 
FORTRAN and stuff, but the majority of people were starting with 10 
PRINT “Hello” 20 GOTO 10 - and some people never went beyond 
that. What I did do was watching and learning, and doing stuff, and I 
picked things up. 


[Nick] You couldn't go and buy a game you had to create a game. 


[Mark] That's so true. You bought a computer and there was very little 
content available and very few channels to buy things from. Shops 
like Datron were all business focused, they only sold business 
machines. [...] You bought [a computer] and created with it. 


It was a new and exciting way to be creative, and Mark's enthusiasm 
rubbed off on best friend John Wigglesworth. As well as being 
industrious, they were both naturally creative, having engineered 
and produced small theatre shows as younger children. Now a little 
older, they took inspiration from something more mature, and it 
became the catalyst behind their foray into game making, 


[Mark] I can't remember how it precisely started. A love of games and 
wanting to create something? My best mate for many years was John 
[Wigglesworth] [...] [so] it was natural we spent a lot of time together, 
and it was natural we [created games] together. 


You could take something from your brain and create something. 
Historically you had to be good with your hands to do that — pottery 
or drawing or whatever, unless you were good at literature or poetry. 
For the first time, those that were mathematical or logical were able 
to go into creativity. 


Things like fantasy and folklore [inspired me]. I loved The Hobbit, 
our father read it to us a couple of times. I'd read bits of The Lord of 
the Rings, and so I suspect there was always that love, but more 
about love of an adventure game. 


Mark and John called themselves SpecSoft, and started to write 
adventures based upon their passions. It was postscript to his 
entrepreneurialism, and a way to say at 15 years of age that they had 
their own company. Alongside SpecSoft, they ran another imaginary 
business that traded from the Aldrich home - the Waxon 
Corporation. Their love of enterprise was reflected in several game 
screens and on some of the inlays where the publisher address 
referenced “SpecSoft (Department 1)” - Mark's bedroom. 


Their first game, Castle of Doom [sometimes referred to online as 
SpecSoft 64K] was bundled with an arcade game based on Missile 
Command, called, erm, Missile Command on Side B, was written for 
the 16K Spectrum [in four parts, hence 64K]. It was very simplistic 
and followed a traditional fantasy storyline where the player 
traversed countryside, mountains and towns looking for the keys to 
unlock their way into the Castle. 


It was a rather hum-drum linear affair but earned a review from 
adventure guru Tony Bridge in the 30 June 1983 issue of Popular 
Computer Weekly. “I found the map-making enjoyable” beamed 
Tony, “but ultimately the game palled - not least because there is no 
point to the proceedings." 


[Mark] That sounds right. [...] From memory it was very simple. You 
are here, north, south, east and west. There's something here and 
you can pick it up and carry it. 


After Castle of Doom came The Village of Death [perhaps just down 
the road from the Castle] — this time written on Mark's brand new 
upgraded 48K Spectrum. It was described in the inlay as being “a 
pleasure for all the family” and a “marvel in computer programming”. 
It starts with a crudely drawn newspaper, and a teletype telegram to 
the protagonist [a Mr Scarisbrick] giving the background to a missing 
village where everyone perishes trying to find it. 





The Castle of Doom inlay artwork. 

Mark always maintained thata 
mysterious treasure had been hidden 
away in its iconography. 
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[The Black Tower] The follow-up to Suicide 

FEE Vato Mvo)i Coy) \ccmdalsmsy-baalomeaaleni(-m ico) aqgmeyal=m (oler-lackeyal 
\voe-naleldal-smeaiahalemcomuhale mean c-icm.<oyihm 
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[When] creating a world, it's really rewarding to create puzzles that 
someone unfolds. [...] I've just started to play No Mans Sky. It's that 
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Village of Death contained a response time measured in days, a great 
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Once again, the game was reviewed in Popular Computer Weekly by 
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“Descriptions are sometimes very well written, and the adventure 
looks as if it will be quite rewarding" he commented. 


[Mark] [Magazine reviews were] very rewarding. We knew at the time 
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It [made] them look cleverer than they were. 

I remember [The Quill], it was powerful, but it was too late. My code 
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Ajax — employed as a cleaner. 
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CHARITY CALAMITY 


Sheffield’s Gremlin Graphics made their first and only foray into 
the world of text adventures with Tinderbox, a game based upon 
the Hans Christen Anderson fairy tale. Possibly the first-ever 
software title commissioned for charity, the children's adventure 
supported Bob Geldof's Ethiopian Appeal. It formed part of Rod 
Cousen's mobilisation of the games industry behind Soft Aid 
where profits from games and compilations were donated to the 
Ethiopian Appeal. 


Despite it being a good samaritan, some elements of the press 
were particularly derogatory and pulled no punches. “As an 
adventure, it’s a disgrace” lamented Sinclair User’s Chris Bourne, 
“[it] contains large numbers of boring locations where little or 
nothing happens.” Thankfully, Crash were slight more 
complimentary praising the game for catering for younger 
players. 
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enterprise and joined forces with Richard Stevenson in an attempt to 
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Mark and the way he was doing stuff. [In Just Micro] there were 
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growing genre on computer shop shelves. Their structure madea 
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working ona game they called The Haunted House. 
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story. The original adventures were literally “You are in a room, you 
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[Richard] The plot was pretty poor. I remember there was a grid, 20 
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East - you can see the edge. Go East, bang, you fall of. It was very 
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[in Haunted House] were very much irrelevant. [...] Nick designed an 
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shadows as the cliffs fell away. 


[Nick] I think there was a castle, and bats and stuff! [...] We were 
having fun. What we were doing wasn't about being entrepreneurs it 
was just about being fun. 
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ALTERNATIVE 
ANGLES 
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Written Sean Ellis’ Graphic Adventure Creator, they didn't 
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he was reading. Noticing several adverts requesting programs for 
publication he asked for a few copies of the finished game and began 
sending them off to be evaluated — under the moniker of SAA 
Software — Stevenson and Aldrich: Nestled in the returned rejection 
letters was a Single acceptance, from Temptation. Software. 


[Richard] We had the game accepted, but we didn't get it published 
because it needed so many changes. It's the reason we stopped, it 
was exam time, and our parents said it'sjan important time of the 
year so you can't be doing that. They wanted lists and lists of 
changes. [One I remember was] we had “you are near the public 
house”, but we had put it as “you are near the pubic house’. 


Whereas Richard and Nick approached a publisher, all of SpecSoft’s 
games were self-published, advertised in the small.ads atithe back of 
journals such as Popular Computer Weekly and Home Computing 
Weekly. Even at his age, Mark had the awareness to realise that his 
games weren't of the same calibre of those that had started appear 
from publishers such as Artic and Melbourne House, despite the kind 
words from Tony Bridge. 


[Mark] You had the classified ads, and you had the libraries that were 
hiring out tapes, and that was a good way of your money going 
further. From memory we did get a few direct sales from the public, 
but a large majority was selling packs of ten to the loaning libraries. 


The volume of sales kept Mark busy, and he undertook the logistics 
of running his. company from his bedroom -' from creating the inlays 
to:copying and testing the games for dispatch. 


[Richard] [...] What was bizarre was that you'd go in [to Mark's room] 
and he wouldn't be programming, he was copying the games he'd 
written. He couldn't produce games quick enough: Ten copies 
[meant] having to produce ten tapes, [since] we didn't have tape to 
tape at that point. 


[Nick] Two tape recorders with a phono jack between them. You had 
to check your levels, in those days when you played form one to the 
other, it was all about volume. If it wasn't on 7 you were fucked. It 
wouldn't load. | 


[Mark] We weren't good at our quality control. To check anything, 
you'd have to take each copy and load them — it'd take five to,ten 
minutes each tape. We sent a whole set of tapes to a library, and got 
them all returned, they’d not been able to load: We'd been sloppy 
about checking them. 


[Nick] We used to draw the [inlay] artwork and then we used to go 
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down to Pront-a-print and they. could only print in black and white, 
but you could have coloured cardboard. So each game would have 
different coloured cardboard — green, yellow and pink for example. A 
lot of them were neon and we used to sit and copy the cassettes, 
write on them, put them in jiffy bags and send them in the post. We 
were very entrepreneurial [and] there was a bit of professionalism 
about doing things right. 


[Mark] [Printing] cost about £50. [...] Because [it was] so expensive 
John found [another guy] and he printed from home. He ran a small 
print business and we went to his house and talked him through 
[each game], gave him the blurb, and he came up with something. It 
was a fifth of what it cost us. For the whole time we probably made a 
few grand between us. 


The coffers were buoyed a little more when Mark was contacted'by a 
speculative computer company in Scotland, offering hima smart 
sum for the rights for the three adventures as content for the new 
platform. The machine never materialised, but the cheque did. 

In the end, it was the call of University life and the lure of an 
academic career that ended Mark's adventure coding. John went 'to 
Portsmouth to study Philosophy, and the two naturally drifted apart 
into the atmosphere of student life - with computers a minor 
attraction. 


[Mark] I was academic and always going to university. I wanted to do 
law - someone said I quite enjoyed an argument. [...] Writing stuff, 
that did takes hours and hours of hard work, and was physically and 
mentally hard [didn't appeal]. You then get on that conveyor belt of 
life. Ido think what would it have been — but at the time you didn't 
look to computers to make money, nobody had any idea of where it 
was going. It was a hobby. 


For Nick and Richard it was the end of their creative relationship 
after just one game. Another member of the Computer Club, Phil 
Durbidge started to work with Richard, and Phil had one advantage 
that Nick didn't — he could program in machine code. 


[Nick] Phil came round and three became a crowd. Phil had skills that 
I hadn't. I wasn'ta programmer. Richard looked up to Phil. All I was 
the guy that:made pictures and drew things, it was my creativity that 
Richard brought alive. I became the crowd. Richard started 
developing with Phil, and he became the new Nick, but better. It was 
great to be an early part of it, but I was only an early part of it. 


The duo became Dollarsoft [named by Richard's coin-collecting Dad] 
and started work on a brand new game, this timejan arcade clone of 
Bombjack called Bombscare. Whilst he was working with Phil, 
Richard continued to write adventures. 


[Richard] I felt I'd do another [adventure] and did a game called 
Suicide Island. The format was the same as The Haunted House, and 
was based ona grid where you had to get from A to B, It wasn't the 
same code but was the same methodology, with the odd added bit. I 
was looking at other adventures and saw they added objects and 
characters and things,'so I added a character, called Josh. I tried to 
make it sound medieval and mysterious, Josh must have been a 
mysterious name to me! 


Suicide Island appeared on the ZX Spectrum, but strangely hada port 


~ to the Acorn Electron and BBC Micro - computers that Richard didn't 


own. It was another member of the Computer Club called Chris 
Hallatt who was paid a small fee by Richard's Dad to produce it. 


[Richard] I met Chris at School: He wasn't a co-author, he was part of 
the computer club, not quite as advanced as me, but he had an 
Electron. He wasn't interested in adventures, we just agreed he would 
convert it to the Electron. 


It seemed to be a straight-forward conversion, but since Richard has 
never played the Acorn versions their accuracy hasn't been 
established. Hallett didn't contribute any further puzzles, and 
ommitted'the graphics that the second version of Suicide Island 
included: 


[Richard] The inspiration was The Hobbit. It was a case of picking 





draw routines, something like a door, and fill routines I took from a 
magazine. It would have been an x and y coordinate and fill above it. 
I'd be taking these routines, I'll put that in, it might improve things. It 
was quite easy to build locations, I wasn't a creative writer. I didn't 
picture it, I just thought, well, the woods is a good location, where 
can you go from the woods. People like Charles Cecil came witha 
storyline then the game, I went the other way around. 


Suicide Island was reviewed by Micro Adventurer in July 1984 who 
said that “Suicide Island lacks in atmosphere, [and is] aptly named as 
it constantly self-destructs.” Tony Bridge, in Popular Computing 
Weekly, gave the game a dose of particularly stinging criticism. “The 
game [...] is awfully dull’, he commented, saying “after a while, I just 
couldn't be bothered.” The bad press wrangled with Richard's father, 
especially as he'd paid £75 [a considerable sum at the time] for several 
small adverts to be placed with the magazine. 


[Richard] The reviews upset my Dad, and he had a bit of a written 
argument with the [Popular Computing Weekly] editor. In those days, 
because of his line of work, he didn't understand reviews, that people 
could slate a game and it was an opinion. He didn't want to place any 
more adverts with them. Looking back, adventures advanced and 
people were playing each others games for ideas. I wasn't. It was 
irrelevant what anyone else was doing. 


Richard did forge on, and his next game was called The Black Tower. 
It was a game inspired by the staple teenage stories and influences of 
Knights, Castles and Princesses. It's adolescent and innocence was 
reflected in the inlay blurb: “Meet exciting people, visit interesting 
places and solve difficult problems in your quest to find the scroll." 
Though the text was somewhat naive, the quality of the Dollarsoft 
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inlays had improved, as Richard's Dad began to adapt to what 
retailers were telling him they wanted. Out went Richard's own 
designs, based on the split-screen contrasts using in games such as 
Imagine’s Zzoom [“with another function from a magazine for 
double-sized text"] and in came piece of professional work. 


[Richard] My Dad [had taken previous games] to Just Micro and 
another shop on Ecclesall Road that had racks of [budget] games. 
They told my Dad that the game artwork wasn't up to scratch so he 
contacted an artist in Totley. He didn't want the commission but did 
have a couple of pieces he'd done previously that suited. 


Alongside the new artwork, computer pixeler Marco Druroe provided 
the game with a decent loading screen. Marco was part of the Just 
Micro demo scene - a group of teenagers that would come into the 
shop on a weekly basis showing off their latest creations to each 
other. The work Marco produced for Black Tower had always been a 
topic of discussion and confusion given the choice of prominent 
character central to the design. 


[Richard] We congregated in Just Micro and [Marco] brought lots of 
[examples of] artwork. [...] Philand I went over to his house and he 
showed us a graphic of a man, who I later found out was George 
Orwell. Marco wanted to add bits, so asked what was in the game. We 
Said a graveyard, etc - and so he chucked them in. 


The Dollarsoft sales ledgers show that the games were far from 
successful, selling in tens of units rather than thousands. It wasa 
huge investment for the Stevenson family with little return, but the 
disappointing sales figures only told half of the story. Aside of the 
financial outlay, Richard's Dad was constantly trying to evolve his 
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own business acumen and Richard and Phil's approach to game 
development in order to succeed. 


[Richard] It was a case of trying to work out what the sales formula 
was. Other people were making money, [so] what are they doing they 
we weren't? Companies like Gremlin and Alligata were way ahead. 
[My Dad] had to try and learn about them, and distributors such as 
Menzies and WHSmiths, who for the majority took a game by 
looking at a cover. 


But Richard and Phil's true love lay away from adventures and firmly 
in the arcade. They utilised Phil's machine code programming and 
created a Bomb Jack clone called Bombscare - eventually gaining 
their break after a publishing deal with British Telecom's Firebird 
label [Who renamed the game Short’s Fuse]. But there was one last 
hurrah with the genre, and the last official titles from Dollarsoft were 
conversions of several Artic Computing adventures for Paxman 
Publications for the Amstrad CPC464 computer. It wasn'ta 
commission, but a quirk of fate that Richard and Phil were able to 
obtain the business. 


[Richard] That came from a magazine type-in that would load 
Spectrum code on an Amstrad. We didn't believe it, but it worked. It 
couldn't do graphics, so it had to be text-based because the displays 
were different. Phil had a couple of Artic adventures that we'd played 
a couple of weeks earlier. We loaded Adventures A and B using the 
type-in routines and we looked for Spectrum-specific functions. 
There was a PRINT statement, INPUT routines and a SAVE routine, 
that was about it, so we replaced it with the Amstrad versions. It 
worked. We tested it for an hour and just like that, we'd just converted 
them. 
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Popular Computing Weekly and Home Computing Weekly 
magazines ran articles that covered converting BASIC and graphic 
screens between the two similar Z80 based machines. With a little bit 
of tweaking here and there, Richard and Phil had working Amstrad 
versions of Planet of Death and Ship of Doom. Richard's father again 
saw the commercial potential of these ports. 


[Richard] [...] He gave Artic a ring and asked if they'd be interested in 
us converting their games the Amstrad. They asked for a cost and he 
said £200 a time or something [the recovered ledger from Dollarsoft 
shows that Artic paid just £25 each for the conversions]. We agreed 
that we would do them all, but stopped at D because E introduced 
graphics. There was Planet of Death, Inca Curse, Ship of Doom and 
Espionage Island. We paid my brother Ian to reformat the text to 
make sure they fitted on [the Amstrad] screen. 


Sadly Phil Durbidge passed away in January 2018 after a period of 
illness. He spent some of his attempted convalescing getting back 
into Spectrum programming. He was looking forward to the 
Spectrum Next arriving and there was even talk of Dollarsoft 
reforming to create a new version of Bombscare and further 
adventures. Richard hopes to honour that commitment. 


[Richard] I want to write another adventure, but properly this time. 
I've three or four partial ideas that I'm going to code from scratch. I 
want to play with a type of Cluedo-approach where there could be 
four or five outcomes, with multiple locations and multiple 
characters. 
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All games and artwork featured are the property of the copyright owners. Their 
images have been used respectfully purely for review purposes and presented 
as a celebration of the games and artwork. 
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